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elcome to C&VG's Book of Games Il When
W we brought you the original Book of Games,
featured in last year's February issue, it
proved so popular that we almost ran out of
magazines. You obviously liked it — so we decided to
being you the pick of the games programs again this
year. Inside you'll find all manner of weird and
wonderful creatures which will take you on exciting
journeys into worlds beyond your imagination!

All that and we've got prizes in store for you too! If
you see the special C & VG's Competition Star at the
top of the page then you'll know that the listing below it
qualifies for our Book of Games Hi-Score Competition.

We've dipped into our software file and come up with
top games tapes for the top five scorers on each of our
selectedistings. Allyou have todo’s il in the Book of

Hi-Score coupon below, get somebody to
o You anc sen it to. Book of Games Hi
Scores, Computer and Video Games, Durrant House, 8
Herbal Hill, London ECIR 5E.. Closing date for the
competition is February 16th so hurry and get those
entries in!

If you can manage to get us a screen shot to prove
your hi-scoring activities that could help your chances
too. We're afraid we can only accept one entry per
coupon — so choose the game that you're best at!

Wenhope you'lenjoyplaying the games we vechosen
for you, but re v if you have any problems with
lstings n this Book of Games then contact the C & VG
Bughunter at the above address and he'll attempt to
help you out. But for now — play on!"

: BOOK OF GAMES HI-SCORES

| Name

: Address

|sze...

| Witness's signature .

CHOPPER CHASE .
(Gan you drop vitalsupplies o tro0ps i the bttiezone without getting
zapped by the horrible homing missiles? A 1k wonder for the ZXt
FOURINALINE .4
Trymaking (e ight connectonanyour Teas TI99/da i this version
of the popular board gam

ESCAPE
I you are oo greedy you'l never getout of the money maze

Yourts Ul omoueh Yol could make some exia cash on you? way i
the exit! Test your nerve on the ZX81

10
When they asked e i el andarrow | dian't think
r oline

Sk et pmve R 4061800 st

BATTLE

jesters in this battie of wits for two players and a Spectrum.
CAVERN RAIDER .
You have invaded the secret underground headauarters of 2 nasty
bunch of evil aliens. Can you clear the cavern and survive? Space
action on the Sharp MZ8OK.

BLACKPOOL TOWER. . .17
— thisone

begins in your bedroom! Nurmates whventiring o a7 66 1

FRONT GUNNER. . =21

Patrolling the outer limits of Federation space, your battle cruiser is
attacked by waves of creatures from beyond the galaxy. Can you

defend your ship? Fast and furious fun on the Electron.

ZOMBIES ........
e you cunning enaugh 1o outwit the hoardes of evil Zombies out for
your blood? Find out of your Vic-20.

METEORATTACK ...

.26

A
around the Earth and they are GroppITE iant metcors on the planet!
Stop them ndulging n this antisocial abitwith your Texas T1 99/4a.
FROGGA.. .27
What Book of Games would be comwete it e green pal?
Help Frogga reach s home on your

SNAKES .
You have tobea really Sippery customer o master 5«1 e Snake. Are
Jau up fo 17 Practice your scales on fhe Commodor

CAVERN BLAST. « van » 22
Meanwhile back in space. . thoss aiiens are up t thei ol tricks
2gain; They have discovered your underground frtress and want to
Wioe it out Beat off thir attack with your Spectrum

MILLIMAN ...... .34
Who wans to be a milionaire? You all dol And now here's your
chance Maxthe Miiman wi helpyou make  minton your Spectrum;
WUMPUS ... E
The Wumpus 53 much mgmne, creaturo  even though tsmells
awial! Hunt 1 own on your Vi

PSYCHO-CIRCUIT .
Rev-up your Atari for an atack on the world speed record. But watch
out fo the rocks!

SHUTTLE ......

before their time runs out? Fly to the stars on your BBC B.

SIMON

iputer? Find outwith

BECB.

REACT.. =
The nuclear reactor s going crtical and only you can s0p ! Only you
and your Texas Tl 99/4a that is

CIRCUS. . ..50
Welcome to the Big Top. We've got a great competition for you. Can

you beat the bouncing balls and the clock? Roll up all you Dragon
ners!

ECIRSE Ter 0
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GAME: CHOPPER CHAS:
AUTHOR: W D BURNS @

RUNS ON: A ZX81 IN 1K

200
NT (RND 121 ¥2

s THEN LET
o.p THEN SOTC
§ PRINT
P

2% (INKEY =
LET
LET
LET
LET

=R+




GAME: FOUR IN A LINE

[ ) ANDREW WH!

& STUART BUNT
.IVHS ON: A TEXAS T.1/99.

210 CALL CLEAR 5
R CH=96 TO 128 STEP 8
ggg EE!LL CHAR (CH» "FFFREDCOC02020

240 CALL CHAR(CH+1: "FFIFO7030301

9 wan ” 2
250 CALL CHAR (CH+2: "B03080CICIED

260 CALL CHAR(CH+3 0101010

)
N
=
z=.
Z-
Be
.

CH 5
580 CALL CHAR (42 "3CTEFFFFFFFFT
290 CALL CHAR(64» "FFFFOOFFOOFFFF

00 i g
300 CALL CHAR(100) "F ca0g

24

310 CALL CHAR(101;“FCB0BIFCO4040
4FC") i i
320 CALL CHAR (136s " 3C7EFFFFFFFF?

Thisisa Four board
game for two players. Al the rules are included in the
listing and will tell you everything you need to know
about playing the game. But remember, when the
computer asks you “which column”, you press the key
which corresponds to the column in which you want
your counter to be placed. To place your counter in
column three, simply press key three — and so on.
PROGRAM NOTES:
Lines Function
10:Clear screen
220- 270: Define board characters
80- 320: Define extra characters
330- 390:Instructions option
400- 450: Input names of players
460- 470: Clear screen and set to white
480- 520: Define graphic colours
530- 600: Plot board
610- 660: Dimension board away, put zero in each
position to represent no piece present.
670 6%0: Plot column numbers
00- 740: Plot player names
750- 780: Set up “‘which column”” prompt
790- 800: Display Rushsoftogos

330 PRINT "EEEREREGEEREEEEEEEEEE
GREEEEE

CEEEETD vOu uANT INSTRUC TIONS'
340 FRINT * /N

350 PRINT :
360 CALL '\EYfO;Ls T)
THEN 260

e

HEN 1520
THEN 400 EL

E 360
400 FOR 1HP=1 o e
CALL CLEA i
450 FenT ¢ NRME OF PLAYER"§INF
AR 10 CHARS -
JPUT 3¢
N NS CINP Y > 10 THEN 410
NEXT INP
CALL CLEAR
CALL SCREEN(1E)
CALL COLOR(2:7s1)
0 CALL COLOR(3»5:1)
0 CALL COLORC10:5:7)
CALL FULDP(!I-;-?!
CALL COLORC14:451)
o STEP &
cOL= TEP 2

CALL HCHAR (ROU: COLs 56)
CALL HCHAR (ROWs COL+15 37>
CALL HCHAR (ROU+1,COL
CALL HCHAR (ROW+11 COL+1s
90 NEXT COL

~E%

o el

column
930 960: Check how far
counter drops
down column
970-1050: Plot counter
1060-1190: Check for 4 in a
ine
1200-1260: Game drawn
1270-1430: Main checking
subroutine
1440-1540: Message plomng
subroutin
1550-1690: Set up wlnnlng line
ready to flash

1770-1880: Flash winning

line and give

opnon to play '
1890-2000:ingructions. 9

i’




770 COP=3

780 GOSUE 1440

790 CALL HCHAR €105 282 1002
200 CALL HCHAR (10,295 1010

bl
AR (18, 5
stHHMée,48+Nm Geh cOP-18
350 CALL HCHAR (225185320102
570 GOSUB 1440
280 CALL KEY(OsK:ST2
230 IF ST=0 THEN 880
500 CALL SOUND(100s1000: O
Tk <43y + (K355 THEN 880

930 FOR &

440 IF BOARD(SEsCOLY <0 THEN 960
350 NEXT SE

ag0 IF SE=1 THEH S

2
’/
,/ E




GAME: FOUR IN A LINE

@ conTINUED

970 CHA=95+8#PL

980 R=d+(SE-1)#2

990 C=COL#247

1000 CALL HCHAR (R2Cs CHAY

1010 CALL HCHAR (RaC+1sCHA+LD
1020 CALL HCHAR (R+1:CsCHA+EY
1030 CALL HCHﬂR (R+1sC+1s CHA+3)
1040 ¥=3E-

1050 BOARD (\h coLy=PL

1060 X—

o
1080 GUSUB 1270
1090 X'

0y
1110 GDSUB 1270
1120 ¥=0

0 H=1

1140 GDSUB 1270
0

1170 EUSUB 1270

IH
1200 ME$="  GAME DRAWN: PRESS A
NY KEY TO PLAY AGAIN
1210 REIP EE
1220 Cl
1230 CRLL HCHAR (221 1532, 320
1240 GOSUE 1440
1250 CLR=1
1260 GEITD 1850
1870 FL=
12280 FOR RE 1R 2
1290 STH=C
1300 STY—
1310 FOR 3=1 70 4
1320 STY=ST¥+Y
1330 STH=STH+H
1240 IF (STH>7)+ (STH{ITHEN 1400
1350 IF (STY>6)+ (STY<I) THEN 1400
1360 IF BOARD(STYsSTH) L THEN

1370 FL=FL+1

1230 IF FL=3 THEN 1350
1390 MEXT 3

H==i

0 ey
1420 MEXT RE
1430 RETURN
1440 OLDCOP=COP
1450 FOR PLOT=1 TO LEN(MEE)
1460 K=ASC(SEGE(MES: PLOTS 152
1470 IF K<»59 THEN 1510
1450 ROP=ROF+1

_ULDCUP

C‘““ h%ﬁag (ROPCOP K

Cs128)
C+l! 1"‘“‘
30




L 5]
ALL CgEquUO,sgD

LS st

R 05660, 0

Lyg" 13
CAL| 0 LAy HE
18 L Hi PLAY WINNER:
1538 b e T
1820 iy SOORCIS,s, ¢ =
51
S ”D“Uo»Sagfu)

" BEEEE

BREEEam, BEmaaa

e seea
LINE

s REERGEA

I BeRERER, BiEE;
BEERER;

i

EEE

GREEEE ¢
PRINT " THE SCREEM SET UP
ATESA YERTICAL GAME EOARD W
HAS TEVEN sLOTS AT THE TOP.
v THE COUNTERS ARE
OSEN L 75 AND C0
HEN THEY HEET EITHER
“RANOTHER COUNTER oR T

IR
or

v (PR
pEEEREE
s KEY(O!K;ST)
1F S1=0 THEN 1980
soTO 400

Ess ANY KET T
\‘!\‘!@@@@@@@\?@a




GAME: ESCAPE

@ AUTHOR: K THORN AND A WESTHEAD

.IUNS ON: A ZX81 IN 16K

OEREM B
fC) 1983 DERF SOFTUARE

K.THORN AND A.UESTHEAD

cosus 11g@
FOR I=1_TO 1@
LET H$(D) ="2@ DERF SOFTUR

NEXT_I

LET sC=e

LET LI=3

LET_SR=1

EAST

LET A=1+PEEK 16396+2563:PEEK

i@
16397
110 LET NO=@

182 POKE (Ix33
KE (I333

FOR I=1 TO
LET K=INT (RNDx724)+R
IF BEEK K38 THEN GOTO 218

NEXT T
® FOR I=1 TO 1@
NT  (RND*724) +8
THEN GOTO 268

;AT 20,28, )

31@ LET PO=A+

33e Stow

338 PRINT AT 2@

340 IF PEEK POC

350 POKE PO, 139

388 LET P.

33 { TNKEY, — CINK
D INKEY$="6") - (33

.30; "@"
i@ THEN caTo 43@

g
Y=
AND
382 LET (RND36S9) +A+33

380 i1s THEN GOTO 38@
100
419
429
130

as@

1
: PRINT A ,8;8C
GOTO_3se
IF PEEK PO=8 THEN GOTO _S40
IF PEEK PO¢>173 THEN GOTO S

FOR I=1 TO 2@
PRINT AT I,I;"*FANTASTICH*"

) BT S

- { A

ViV

7

\
S

%

PR

AU,




e G
S B8 I=1 To 20
PRINT AT 1,37

SoUAL Hs (1a) ¢ 1o & THE
®

a P i
| 729 14 S
e R R o o 12 -
nE PRINT AT &35 ﬂ_ﬁ

I=1 To 1g
N V. I35. 4. 2. Tan TiHS (T
795 14 A3 TE 1 ER8, f

THEN GaTo 7gg
FOR 12!
NEXT T
FOR 121 1o 2o
PRINT AT I,1;

XT T
xmgg
NT AT 8

.
AT 12,4 "supeg GLOOP

= 100"
gﬁ° EETvSD=SD+185
9 R - .
xz“y HI -SCORE TYPE]
553 Feery
1838 ToR_ Iia vo o STER _y
lEé? pfg)uﬂL HG(I)( TO 5 THEN|
1859
193a =9 1O P TEP -
P ig;: H;(Ivl)-ﬂi!l) &
1069 H: Py ¢ =,
< B8 SELAEE! feTo% sgme s
N\ S 190 =
1liae
iiia
1i13a
5,89
ER §
W77 i
. ais8
1160
- THE
1i7e
SIs
= 555,
A 3
7= 12

Bi g,
B

ot
o

v r\\\\\“ ‘
AN

\




GAME: TARGET

. RUNS ON: AN ATARI 400/800 IN 16K JOYSTICK OR KEYBOARD

10

finished you are quite welcome to have a go.

;l‘uttf'dlivNiumbhkellewuw pflll's

rst!

The object of the game is to score as mai
o o lhehrgetwllt‘g

points as possible by hitti
your arrows. You'll have to
right moment to fire to
You'll score 200 points if you hit the targ
outer ring, 300 for the red ring, 100 for a hit
on the inner ring and 500 for a bulls-eye.
There are nine skill levels.

ing lines 380 and 420 as below
allows the keyboard space bar to fire missiles
instead of the joystick button. 380/420: IF
PEEK (764) = 33 THEN POKE 764, 255:
POP: GOTO

10 REM *%xrxaxxTARGETHEHAREREXE

20 REM BY K.WOODWARD MARCH 1983
TEL:

(0495) 215222

€ 710,0:A

POKE At6,6

So IF PEEK(M <66 ;Hiu:;g:é:zcﬂu:gws
£ A,70:POKE A*+3,6: L6

P S:POKE. Areb, PEEK (A+7) 1 POKE A+7,PEEK(

A+B) :REM CUSTOM SCREEN

70 POKE 67, 1:POSITION

AIT":FOR W=1 TO 500:

86 POKE 559,0:REM SCREEN OFF

90 GOSUB 630:REM

00 GOSUP 1110:REM V BLANK+PLAYERS

WHERE=53253

PEEK (560) +256

4,1:7 #6;"PLEASE W
W

120

REM
130 HITI
°

CLR=53278: SHOTS=10: LEVEL=0: SCORE=

:POSITION 2,1:7 #6j"select

140 POKE 87,

c
i;zeéuxs 704,216:POKE 705,0:REM PLAYER

s 256
S50 POKE PLH,33:POKE PLH+1,15:POKE 53
,0:REM PLAYER HEIGHT =
17e POKE PLX,194:POKE PLY,

OKE PLY+1,30:REM PLA

0:REM PLAYER

1t 3LEVEL
200 POKE 87, 1:POSITION 17,1:? #6iLE
210 FOR W=1 TO éggmﬁélzuksv >
KEY=PEEK (53: 3 : e
gi‘; IF KEY=3 THEN 107@:REM SHOW HIGH S

RE
IF KEY=6 THEN 280 :
§§§ SOUND ©,50,10,2:FOR W=1 TO 20:NEXT W

260 IF KEY=5 THEN LEVEI
20,10,8:FOR W=1 TO S:NEXT
90

0:60T0 1
270 6OTO 220
280 TOTAL=0

LEVEL; " score=";SCORE
SHOTS; " total=";TOTAL

320 REM MOVE BOTH PLAYERS +
321 REM IF STRIG()=0 OR PEEK(764)=33 TH
EN POKE 764,255:P0P :60TO 460

330 REM
340 M=INT (2%RND (@) ) +LEVEL+1

350 POKE 77,0

360 FOR MOVE=31 TO 140 STEP M

37© POKE PLY,MOVE:POKE PLY+1,MOVE
380 IF STRIG(@)=0 THEN POP :G60TD 460
390 NEXT MOVE

400 M=INT (2¥RND (0) ) +LEVEL+1
410 FOR MOVE=139 TO 30 STEP —M
420 IF STRIG(@)=0 THEN POP :GOTO
430 POKE PLY,MOVE:POKE PLY+1,MOVE
440 NEXT MOVE

450 GOTO 340

460 POKE 623,4:POKE 705, 95:REM MISSILE F

460

IRED

:SOUND ©,9,9,0

470 FOR MISSILE=195 TO S5 STEP -4:POKE P

LX+1,MISSILE: POKE HITCLR, 1:SOUND ©,4,0,2
NEXT MISSILE:SOUND @,6,0,0

480 FOR W=1 TO 3:SOUND 0,4,0,8:NEXT W:SO

UND 0,0,0,6:POKE 87,1:POSITION 2, 1

490 IF PEEK(WHERE)=5 AND MOVE>S6 AND MOV

E<98 THEN 1000:REM INNER RING

500 IF PEEK(WHERE)=7 THEN B880:REM BULLS
E

EVEL+1:50UND o,
W:SOUND o, 9,0,

i
510 IF PEEK(WHERE)=4 OR PEEK(53253)=0 TH




750:REM OFF TARGET
520 IF PEEK (WHERE!
RING
530 IF PEEK (WHERE) =6 THEN GOTO 950:REM R

THEN 830:REM OUTER

e 17 :FOR W=l TO 100:NEXT W
SHOTS=SHOTS-1:7 "level=";LEVEL;" sco
5 SCORE

ots="3;SHOTS; " total="; TOTAL

2
580 IF SHOTS<1 THEN BOTO 1050:REM END OF
THE PROBRAM

] 590 POKE 705,0:60T0 320
600 REM SOUND FOR HITS

{ 610 FOR S=120 TO 1 STEP -2:
10:NEXT S:SOUND ©,0,0,0
620 FOR S=1 TO 5:SOUND ©,Z,10,10 FDR
TO S0:NEXT W: stND ,0,0,0: NEXT

eso REM DﬁAu BOARD
| 640 POKE 87,
ASO FUKE 706 164:COLOR 1:PLOT S,5:DRAWTO

saa PDKE 709,52:COLOR 2:PLOT S,8: DRAWTO

15,20
670 PLOT 6,14
680 COLOR 1:PLOT 5,11:DRAWTO 5,17
690 POKE 710,8:COLOR 3:PLOT DRAWTO 3

| 710 PLOT 0,2
720 COLOR 1:PLOT ©,30:DRAWTO 8,30:DRAW

~ | 740 REM SCORES

~ | 750 REM OFF TARGET

760 ? #63"mIsSeD tHe TaRgEt

770 FOR S=1 TO 120:SOUND ©,S,10,10:NEXT
S:S0UND 0,0,0,0

780 SCORE=0

790 FOR WALK=195 TO 58 STEP —1:POKE PLX,
WALK:NEXT WALK

6070

REM UUTER RING

2 #63"OUTER RING HIT

7=60: GOSUB_&

SCORE=200: TOTAL=TOTAL+SCORE

EYE

? #63"bulls eye hit

FOR S=120 TO 1 STEP -2: SounD 9,5, 10,
:NEXT S:SOUND ©,0,0,0

910 FOR S=1 TO 120 STEP
©:NEXT S:SOUND ©,9,0,0
920 FOR S=120 TO t erP ~2:S0UND ©,S, 10,
w ?EIY S:SOUND o,

30 SCORE=500: TnTAL:mTAusI:mE

960 2 #6; "red nng hit "
970 2=10:60SUB_&
smtz=soa=rmx.1mu’scmz

0 540
EM GREEN MIDDLE
lam 2 863 "GREEN RING HIT

1100 60TO 126
1116 REM INITIALIZE VERTICAL BLANK

1120 FOR 1=1536 TO 1706:READ A:POKE I,A:
NEXT I

1130 FOR 1=1774 TD 1787:POKE 1,0:NEXT I
SE AND DRAW PLAYERS

1240 DATA 162,3,189, 244 6,240,89,56,221,
240, 6,240,853, 141,254, & 106 141,255, 5, 142]

09,252, e 133 204, 133, 206, 1

89,240, 6, 133, za:{ 173, 254 6,133,205, 189,2

48,6,170,232, 46, 255, &

1250 DATA 16, 168,177, zo: 145,205, 169,0, 1

45,203, 136,202, 208, 244, 76,87, 6, 160, 0, 177

1203, 145, 205, 149, 0, 145, 26%

1270 DATA 200,202, 208, 244, 174,253, 6, 173,

258,6,157,240, 6, 189, 236, 6, 240, 48, 135, 203

,24,138, 141,253, 6, 169, 255

1280 DATA 6,133,204, 24, 173,253, 6,109,252

+6,133,206, 189,240, 6, 133, m,:sv 248,6,1

79,160,0, 177,263, 145, 205, 200

1290 DATA 202,208,248, 174,253, 6, 169,0, 15,
2%8,0,0, 10

1320 DATA 15,25,49,17,29,5,13,17,23, 214,
127,95,18, 15, 15, 15, 15, 15, 15, 15, 15, 15, 15,
15,6,6,6,6,6,6,6, 14,10

1350 DATA 3,254, 3




GAME: BATTLE i

. AUTHOR: JONATHAN VILLAS

RUNS ON: A SPECTRUM IN 16K

1 =
; 5 INE @ T
T BOADER 77 _PAPER 7. INK &0 T
AT 2,0, ST E,
R 53 bRESS ANT KEY. :TPAUSE @: CiY
\ |=° s co_sue 1eee

25 SORDER @: PAPER @: INK &:

s > 2; FLASH
NK_7; PAPER 2;
308 PR 18] E¥ART THE TAPE.

84 3 3
19@@ RESTORE 102 Fo 4
: POKE USR a''+z,a;
ZTCDRATA 16,56,124,254, 16,16.16,0

1210 RESTORE 1010, FOR' =
9= : o
(144&[)0?,0: EXT
2,51,51,63
2 g?‘;‘,‘ﬁ; lﬁﬁééﬂgii
104,104, & s, 22|
,218,255,223,255.
2.0aTA 523,823,888, 5851 88 15| #
S°bATA 219,219,255,251,255,25)
255,251
ESTORE 103!
£33 AESTanR 08
FOR_z TO

St
Dl

e
2

: NEXT z:
.PDKE USR b4
,186,208,214,17H8
2 e‘is‘;gafsaég?,ass,sg
.89,
ga READ_a: POKE
+2,a: NI XTlé. DATRA ©,0,90,
248 248,248.13
g}%@ RETURN

ET)

¥

THEN PRINT

HWON THE cair, 19
G07SUs ' Z506 " I5ELL
Jester
in

Is
Lo
iw

Position of player 1's king
position of player 1's wizarg
posvtfon Of player 1's jester

The loader program sets up

user-defined graphics,
LooPs:

Venture into a world of wicked wizards, scheming kings
and cunning jesters and win control of a castle!

This is a graphic strategy game for two players. The aim of
the game is to control of your opponent's castle by moving your king to the opposite side
of the screen and killing the enemy ruler. Your king has two helpers — his jester and a wizard.

The jester can kill a king with his dagger. He can pick up his dagger by standing next to it —
on the right — and pressing the “p" key. He can then stab the king once he gets near enough
and if you press the “s” key. He can also be made invisible by typing in “jni"’. To make him
visible again, you must type in ‘0" after entering the jester’s direction — for example “jno"".

The wizard can throw spells in any direction, as long as he is not directly facing anything, by
typing in a direction and then “f" — for example, wnf" etc.

If his spell hits anything, that character will be frozen for a turn. This spell will also affect any

12 character standing on a magical bridge — whether it hits them or not.




BRI AT _19.9; "YouR Rine 15 F
FENYET: "eeER ) XQUR_KING AT 1
£ Goivh ang
8217 INK 75 IP% 2 THEn oo To as|f
abev) ¢y
D ATTR (5
(34U, Brvs ci@

idet

FrU.blev) 32 anp
Y &3228 AND ATTR ta1
ATTR (a1+u,ba+e
500
3 THEN PRINT AT a,p;
gV LET bebav: (B4PilL

WO E

he: TELR S agh <
coa; B
v NIZARD' 18 fp
+=28: PRINT AT 18

30 To 13g

FRENTELR=2 AND aTTR |

THEN PRINT AT chlat;
AT =




GAME: BATTLE
@CONTINUED

I5 F

RED WIZARD
AT 1

5.9
1 PRINT

R’ 1, -10:

79,138
:*IF p=2 THEN GO TO 33
(cu,d+v) <21 AND
422 AR TATTR (2
(CHU,d+v) <28 THEN

THEN GO TO S@e

TIR

U, d1sv) <21 AND
52 AND ATTR (¢
R (ci+u,d14v])
co_TO se@
VAT S0
LEF p=

’ 1S FROZEN!!
AT 19.@;
o TO

410 IF (e+u, f+v) <>1 AND
(nm,fov) £22 Ro Bt Evo, T r
e+u, f+v) <>@ THEN

v) <21 AN
AN SHRNe 2
(e1+u, F1+v]

]
THEN GO_TO 452
THEN LET invi=

448 IF m$(3)="0" THEN LET invi=

Jase_iF_p=1 THEN PRINT AT e, f;
LET f=f+v: LET P

A e1=
LET P 60 T

THEN LET p=1: GO TO
5% LET p=2: IF v¢>@ THEN GO TO
sis 1r e THEN FOR nzc:l 1O
PERINT BT 2di UK B P
RERY T nhas  INK

e

i INK @3
'Zea: Go ro_i3@
IF v<>@ THEN GO TO S

u=-1 THEN_FOR

RINT AT n,di; K
AT n,d1}

n
6@ IF u=1 THEN FO
PRINT AT n,d1;"R

AT
AT
§99 Go su
22 s 7aa
8ot i Then B804

58707
585 TNk
PRINrR¥e et

56"“’ °:

AT

768 pég
205

AT

B NT AT n
RETU
nr$aT7eN’Go To 950 4N
Bi“vnu *11 <>ua THEN pR
BAIN

-2a:

i>71
Yoo nIUEN,
P

have the
291=1: BEEP

2: GO
GO TO 17e
R
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GOSUB/99: PRINT "B
E BEST":PRIN
L LEVEL (1-HARDEST
5% (2 AMP 0
ON’T HIT THE WALLS!++ANY
: IFAS: HEN
"B _++Canyon Raider++":X
10407,0

9) 1 RZ=PEEK (X+40)
: IFAS=""THENU=261:GOT050
IFOP$="N"THEN30
C=INT (RND (1) *519) +537281 IF (PEEK (C)
INT (RND (1) *519) +53728: IF (PEEK

(x+a1 THENGOTO98
IFPEEK (X+39) =67 THENGOTO98
PRINT ' TAB(A) ;K$:60T010
REM*AAARRGGHH !
The Blobs are coming! The Blobs are
coming! Blobs are deadly — so should
you see one on your journey through
the sharp space cavern, avoid them
at all costs! There are aliens too —
but these you can shoot with a i
well aimed blast of laser fire.
Beware of the cavernwalls
— these are constructed \
of baby blobules which
are equally as lethal as
the grown up wandering i
blobs! AN
Full instructions are
included in the program
— but remember, beware
of these Blobs! A
Control keys are: A=left,
D=right, Space Bar=fire.
There are nine skill levels
to deal with. Remember this
is a Book of Games
competition listing and the top
five Sharp-shooters will receive
specially selected software for
their machine. Look at the
contents page for details.

GAME: CANYON RAIDER
AUTHOR: STOATSOrT @

RUNS ON: A SHARP MZ80K

INPUTE
GOSUB2

HENPOKEC, 199
HENPOKED, 67




GAME: CANYON RAIDER
@conTINUED

INNN

NS

BRI
B 11111198
i
Epw

FUS (J0) >= =SCTHENRE TURN
RINT'BYOU HAVE A HIGH SCORE!"
NPUTIENTER YOUR' NAHME! " 5N$

R S BN b

IS$ (J+1) =HS$ () :NEXT: HS (1) =SC: HS# (1

o

RIS RSl
vvxznvvﬂgzhv_zﬂh__qu_—
03 i "

HS$ (1) 3 TAB(20) ; 1+103 ") "5 TAB(25) 5

"D

HS$ (1) 5 TAB(20) 5 1+10; ") " TAB (25) §

oDz DTV
2D0D D<M DD

AG=1T05
auuuuuulnnn 22 (C) nSTOATSOET UNLIMITED"
M

—

171D
MODD D000

MO > it
3

ST
]

*ob b NEXTGEK

<
Nol

UR
X+HKIL
RLOO=1T010

MZ=PEEK (Y)

IEPEEK (¥) =47 THENPOKEY, 208: USR (71) s RETURN

5 LEPEEK(Y) =199 THENPOKE Y, 1673 uSR(? :USky =SC+100: RETURN
9 POKEY, 881 POKE4S14, 161 é (68) POk eI REX gy
0 usn57nr POKEY, 109} RE

A
1 DEF FNVtZ?:SUR(RwR*Z*Z?
2 R=R+
3 FORZ=0TOR
Ny ()

X$T:POKE4S14, Y-T: USR (48
EXTZ Y
PhEN 102

RINT" A scrolling shaot up!"

he characters you will meet"

select’FIRING’. ..

S is a BLOB! It’s dea dlB so if Yyou see it,avoid it!"
T cYour weapon will deactivate bl BS.
TCHRS (96 This is an alien.Shoot it for 1@ points. "

an walls are madE nf ELDEULE ana are leth

‘ I‘\en you Start.move ln R % centre of the canyan"'
NT"If you nn t select FIRINE rnu wxll get a traxrung run. "
TCHR‘(?E)‘” This is you(Believe it or not!

3333332723
xmzﬂmnmg
2

SCUBUNS DAN=SD VA

277077
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Most adventures take
place in sinister castles,
lost islands or kingdoms
ruled by evil monarchs. But
this one is a bit different. It
all begins in your own
home! Darren is
challenging you to
escape from your house
and reach the
Blackpool Tower.
There are no evil
monsters or fire-
breathing dragons
to deal with — but
there is the odd
policeman,
poisoned fruit
and don't forget
the snake! Darren
has managed to
make the ordinary
seem
extraordinary!
Your objective is to
reach the
Blackpool Tower
and enter it — can
you solve all the
riddles and reach
your goal? Go on,
have a go!

GAME: BLACKPOOL TOWE
AUTHOR: DARREN REYNOLDS @

RUNS ON: AN ORIC 1

& EEK(#20C)>1 29

30 Ri=1:M =19 e
GOSLE 1009

INKg
78 oPER2: INKD
CLS:PRINT . pp,
Bﬂeomzsalgl INTLS (R

I8 IF 14

NRINT+ e cppa 1

ER"THE)
SNAKE BIT yoy :‘_iggr
4 IFRM=gTHEN v
100 cosyeoy fd./.m:;a 1
CHRS (273 "Gy
: (27)ngrrgn o
S T*ENsorog?f:) CHRS (273 v
UNDERS AN » .
i PRINTCHRS (2.
3 187 GoT 4 I$CHRS (24
1 1$:60Togg 5 GoTogp

+MID
210 1FSG$="A"ANDSGSC=! HENI$=LEFT$(I$, N»i)*l;HR‘(RSI:(SG’)OBQ) 0
$(18, N+1)

TOLENCI$)
. P=1:G0T0330

10§18, ANDSP=BTHENS! i :
3;; i?;F:BTHENV A$+MIDSCIS N 1)ELSEB$=B$+MIDS(1$, N
330 NEXT

Sg ﬁmmnnﬁmm<m).mmn
55?; ?Egztgmﬁmmsammﬂmmm
g?.; ﬁggfzi(:.:)msmn:s 2(RM) :GOTO78
551125 ‘:;?’Ig‘li(gl)ﬂilﬂl‘l#EZ(Rﬂ) :G0TO78
sageagi%gv). GZCNY), LECNL), O$CNDD, LZCNT), NOZCHL) WEZCNLY, 507 (NLY»

(>"START"THEN9999
, GZCN) :NEXT

e e , GET, 2200, EAT, 2460,

ig“i DATA START, N, 508, E. 505, 5, PUT, 2000, GE' o
o 3 , 1,3800, R, 70,
‘1‘;3‘(2 !ZJRTR OPEN, 2800, PICK, 3000, U, 3200, D, 3400, POUR, 3600,
,:LB‘ICZKID‘R? RERD, 4200, QUIT, 9600, PLACE, 4608, STOP, 9000, GIVE, 4800, ENTER
1044 DATA stgcTs A
123 g:‘;g :v. 1, AW, 4, PANS ¥» 4, KNIFE, 2, FORK, -4, FRUIT, 2, 40P, -1, CUP
4, WATER, 3
4 , S0P, -1

4 DATA PAPER: LITTER, 18, A

11;4 READDS: IFD$CO"LOCATIONS 'THEN9999




GAME: BLACKPOOL TOWER
@conTINUED

1865 FORN=1TONL

1670 REPEAT:RERDPS : IFP$C>"+" THENLS (N)=L$ CN) +P$

1688 UNTILP$="+"

18998 READNOZZCN), ERZCN), SOZ(N), HEZ(N)

1695 NEXT

1096 READDS : IFD$<>"END" THENS999

1897 RETURN

1898 DATA LOCATIONS

1100 DATA"YOU ARE AT THE ENTRANCE TO YOUR HOUSE. THE DOOR IS LOCKED
SO THAT I

4165 DATA"T WILL NOTOPEN. EXITS NORTH AND EAST. ", #,2, 20,0

1146 DATA"YOU ARE IN THE LOUNGE. THERE ARE SOME DRAWERS BY THE WALL

ALS0,
1115 DATA" LIGHT TO THE NORTH IS VISIBLE, NEXT TO A SETTEE. ", %,6,0, 1
[}

1120 DATAR"YOU ARE IN THE KITCHEN. THERE IS A LOCKED DOOR TO THE

[ERST. THERE

4425 DATA" ARE SEVERAL CUPBORRDS ON THE WALL. ", *,@,@,0, : 3

1130 DATA"YOU ARE IN THE BACKYARD. THERE IS A SNAKE LYING ON THE
GROUND BY

1135 DATA" YOUR FEET",*,9,0,0,3

114@ DATA"YOU ARE AT THE BOTTOM OF SOME STAIRS. THERE IS A CUPBOARD
AT THE B

1145 DATA"OTTOM BESIDE YOU. ", +,8,6,9,0

1150 DATA"YOU ARE IN THE FRONT ROOM. THERE IS A SETTEE IN IT. THERE
1S ALSO

1155 DATA"A COAL FIRE LIT. 1T LDOKS DANGEROUS. YOU CAN SEE THE G

N

THR
1160 DATA"OUGH THE WINDOW TO  THE NORTH. SOUTH IS THE LOUNGE, ERST
THE HALL.
1165 DATA"THERE ARE SOME STEPS TO THE MEST. ", %,8,7,2, 5
1170 DATA*YOU ARE IN THE HALL. A LOCKED DOOR IS ON THE NORTH WALL.
EXIT WEST.
1175 DATA *,0,8,0,6
1180 DATA"YOU ARE IN THE GARDEN. THERE IS A ROADTO THE NORTH. THE D
[O0R SLAMS
4485 DATR" SHUT, WITHTHE KEY IN THE LOCK. ", %,14,0,8,8
1196 DATR"YOU ARE AT THE TOP OF THE STAIRS. THEREIS A ROOM T0 THE SO
UTH. " %5
1495 DATA ©,16,9, “YOU ARE ON THE LANDING. THERE IS A ROOM TO THE
A

1200 DATA"ND ONE TO THE ERST", %, 9,11,12,8

1205 DATA"YOU ARE BY A BED. EXIT WEST. ", *,0,0,0,10

1210 DATA"YOU ARE IN A BEDROOM WITH A BED TO THESOUTH THERE IS A C
UPBORRD T

4215 DATA"0 THE LEFTOF YOU. ", *,18, @, 13,

1228 DATA"YOU ARE BY A BED. EXIT NORTH. *, %,12,0,0,

1225 DATA"YOU ARE BY THE ROAD, WICH RUNS ERST- WEST. THERE IS A HO
USE TO TH

1228 DATA"E NORTH, ACROSS THE ROAD. “, %, 15, 16,0, 17

1225 DATA"YOU HAVE JUST BEEN RUN OVER BY A CAR *,+,0,0,0,0

1246 DATA"THE ROAD COMES TO A DEAD END AT THE EAST. THERE IS A CA
R PARK TO

1245 DATA" THE EAST AND A PATH HEST. ", %, 15,18, 6,14

1256 DATA"THE ROAD RUNS EAST-WEST, THERE IS A TOWER TO THE EAST.
- %,15, 14




19, "YU ARE IN THE CAR PARK. THERE IS A LITTER BIN BY

1266 DATA"E. EXIT WEST", . ©,0,0,16
126E DHTH"VOJ ARE EBY BLRCKPOOL TOMER. YOU CAN  HERR THE SER IN THE

1278 DRTW‘ THERE ISA MAN AT THE DOOR WHO WOULD LIKE SOF. ", +.,17,8
. @
1999 DRTR END

=BSANDLYZCN)=BTHENPRINT"OKRY. .. ":FD=1:1=

THENPRINT“GET WHAT ?":GOTO9®

XT
2020 IFFD=GTHENPRINT"I DON‘T HAVE A ";B$: " !
20
S=STHENPRINT*I CAN‘T CARRY ANY MORE. *:GOTOSE
THENPRINT"GET WHAT?":GOT098
(=1 TONI : IFO$ CN)=BSANDLYZCN) =RMTHENFRINT"OKRY. " 1=1+1:FD

2488 IFB$=""THENINPUT"EAT WHAT"; B$:G0T02400
410 TFE$="FRUIT"ANDLZ(6)=GTHENPRINT"IT WAS POISONED. " GOTO9000
PRINT"I MUST HAVE THE "iB$; " TO":PRINT"BE RBLE TO EAT IT. ":GO
099
2600 FD=0: FORN=1TONI : IFLZCN) CORMTHENNEKT : GOT0263@
264@ IFFD=ATHENPRINT :PRINT“I CAN SEE...":FD=1
2628 PRINT"A "; 0$(N) :NEXT :GOT098
2626 IFFD=0ANDY$="LOOK"THENPRINTI CAN‘T SEE ANYTHING SPECIAL. "
2640 GOTO 9@
THENINPUT"OPEN WHAT"; B$
UPBORRD" THEN2850
00R" THEN290@
RAHER"THENPRINT"THERE ARE SOME PAPERS AND A FORK. ":Lu(1

RAWER" THENL7.(5)=2:G0T0%@
2645 GOTO 150
2856 IFRM=STHENPRINT'THERE 1S AN ELECTRIC MTER WITH .16P ON IT.*:L7(C
)=5:GOT090
msnpnm‘-n S FULL OF CUPS. ":L%(8)=3:60T098
2ANDLKZ=ATHENPRINT" IS LOCKED. *:GOT098
STHENPRINT*THERE 15 A KEY INSIDE. ":L7%(1)=12:60T09@
2899 GOTO 450
Iy, 290@ IFRM=7ANDLLY THENPRINT"IT’S LOCVED *:G0T098
/' A\ 2901 IFRM=3ANDLEZ=0THENSOZ
\ases xrnn ?FlNDLL/ amsumm vou an SEE THROUGH TO THE GARDEN. *:NO
*?)=8: 60
910 1Fan=3aumaz=amsnpamr"vou CAN WALK IN. TO THE BACKYARD TO THE
VsouTH. *
2999 GOTO15@
2006 TFBS=""THENINPUT"PICK WHAT"; B
2065 1FB$="LOCK" THENZ028
4\ 3019 GoTO 150
»w 2926 IFRM=7THENPRINT"1 CAN‘T PICK THIS LOCK. ":G0T099
8 IFLZ(5)CATHENPRINT"1 NEED SOMETHING WITH SPIKES ON IT.":GOTOS




GAME: BLACKPOOL TOWER
@ CONTINUED

GOTO7@ELSE140
“{NIWGOTDMLSE140
= IT"POUR WHAT";
3605 IFB$=' 'WATER"THEN2650 e
3649 GOTO 150
3555 IFLZ(9)OBTHENL S8
3660 PRINT"THE FIRE HAS BEI
el EN PUT OUT BY THE WATER" :FO=1
2670 GOTO 90
333?3 ;'g:ﬁ ORN=1TONI IFL'/.(N)C>BTHENNEXT,50703343
THENPRINT"I HAVE THE FOLLOWING. . . ¥ :Fp=:
;ﬁg PRINTER = 080 :NEXT i ¥
FD=ATHENPRINT"I DON“ »
el T HAYE ANYTHING.
4000 IF! "THENINPUT "UNLOCK
WHAT"; B$
46005 IFLZ(I)()GTHENPRINT"EU
IT 1 HAVE NO KEY.
:giig {FR?P?THENLL 0:PRINT"OKRY. *:GOTO99 e
S IFf 0:PRINT*OKRY. " :GOT0%9
it THENINPUT"READ WHAT' $
="PAPER"ANDL(10) = bt {5
S D=BTHENPRINT"ITS BLANK. *:GOT099
4600 1FB$=""THENINPUT"PLRCE
WHAT WHERE"; B$
4610 IFLEFT$(BS, 6)="LITTER" ;
4649 GOTO 150 s
4650 IF(MID$(BS, )="IN "
Fosst BIN"ORMID$(BS, 8)="IN LITTER BIN")ANDRM=18THE|

2 1T THERE. . GOT098 .
D\T_IP‘CéH‘HN WATCHING YOU WAS DELIGHTED. HE
099

WHAT TO WHAT"; BS

GOT!
"GIVE 9
CAN’T DO THAT VET.

%, 3)= MAN"THEN485@

WBUT 1 DON'T HAVE 58P
e £2=1:60T098

e b :G0T090

4801 IFRIK)19\'PENPR1N\' 1

4805 XFLEFTSs;E
9 GOTO 41

'A(ﬂ)(}‘BTHENPRINT

e “HE WILL NOW LET YOU iN :

MENINPUPEEE;:;F;N VUU HAVE SUCCESSFULLY COMPLE

70 GIVE. *:GOTO%9

ETED T

5010 1FB$= vTUP:IgR“WDEVFBTHENPRlNT“THE DOORKEEPER STOPS YOU. HE WANT
5 sep":60T098
gsa Gl?l‘l[’[l))'\'zgg YoU WANT TO TRY AGATN
E.w19 E";DINT PRINT"2MESSY DATA ERROR"; qEND.. i

60000 INPUT"HOU MANY TIMES SHOULD 1 SAYE"S 2
6628;2 f’%’i?l?‘?ﬁzlm 1T IN FRST . CSAVE"BLACKPOOL TOMER"
# E::zﬂimnvmu IT. N SLOW...

| caoos
g:as WALTS@0:PRINT:PRINT

60006 NEXTA

N"; Y$ 1Fy$="Y"THENRUN

AUTO

. CSAVE"BLACKPOOL TOMER", S, AUTO




Holds the name of the high score holder.
Holds the value of the players score.
Holds the value of the current high score,
Holds the sector number. It s used to
control the difficulty of the game.

Holds the amount of fuel left

Holds the type of alien to appear. If A(x)
= I then a fighter will appear, if a 2 then
2 bouncer will appear and if it equals O
then the alien s destroy

Holds the number of times the alien can
fire at you.

Random numbers used to say whether
the alien moves up, down, left or right.
Holds the old X co-ordinate of the alien.
Holds the old Y co-ordinate of the alien.
Holds the current Y co-ord of the alien.
Holds the current Y co-ord of the alien.
X co-ord of where first alien laser bolt
strikes.

X co-ord of where first alien laser bolt
strikes.

X co-ord of where second alien laser bolt
strikes.

¥ co-ord of where second alien laser bolt
strikes.

GAME: FRONT GUNNER
AUTHOR: SEAN AKERS @

RUNS ON: A BBC B in 32k .

_There are
Fighters ang me, /PSS

hen ten aligne
galar, y 210 the next sector of g
Successive sr;m, hyperspace. Eacpy
of g;,-,,, craft. " €8ts harder to ciog,
ont;

a
< Jestroyed then

WOl

B W= CHR




GAME: FRONT GUNNER
@ conTINUED

85,15

5, ~150, - 16

ABM0VE 108, -
106, 159

1 PROCHYPERSPACE
B0 GOTO 126
590 DEFPROCAL TEN
GOB DHG=RNDO 2 0 Dy
61m Mim=ha:y
s 10 26 L= 1
0-640, RHDE 1924 5 0
330 FL%=4000 L3+ SHEET4Z 3
IEET 33

] '»J‘F‘V.H.V THEH

TRE THEH G210
490 THEN Y5i=--d5g

“ADa8 THEM 'vh=500

“l“—’l—‘”r”r o GEOLS FRINT C
0 FOR

420 IF Dr1 THEM A T "

HAE THEH FFY%eRuD: 2

s oo YDU1S, 15, 358 0 IF FR AHD HEy a

D¢ 16
FRINT

[t

R
-5

PROCKEY A
526 UNT Frip=0 Of FU
THEH PROCEHD




il

I
1

21
,0,0:F

OUHDA,

R
20

OF

WS, @

52
]

Th
THKEN
THEET™

1506 : HEXT
L4,0:P

/E

1C]
END

o, 16 Gool

1878 PR

1886 IF

1 1BaFROC
HEHXT

¥
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GAME: ZOMBIES
.Amon: MACER GIFFORD
.RD’NS ON: A VIC 20 IN 3.5K

Are you cunning enough to outwit the
hoardes of evil Zombies out for your blood?
Are you clever enough to avoid being
eaten? Or are you stupid enough to attempt
to head-butt one and end up as worms’
meat at the bottom of a crevasse?! In any
event the aim of this game is to lure the
Zombies into strategically placed pits and
trap them. You appear as a smiling face in
the centre of an area full of nasty zombies
and those all important pits. To win you
must lure all the zombies into the pits —
but beware — they always move straight
towards you and may join in twos or threes
to attack!

So a good strategy in this case is to lure
them into a group and position yourself so
all the zombies attacking you fall into one
pit. A good trick if you can pull it off!

If you go off one side of the screen you'll
come back on the opposite side — but this
provides no easy means of escape as the
zombies follow you relentlessly. You
venture into the uncharted lands at the top

and bottom of the screen at your peril! =
| Eight directions of movement are open to
you — and the zombies. These are &
=down, A=left,
ight, Q,Z,E, and C control
diagonal movements.

Don't forget this is a /
Book of Games
| competition listing. If
you are among the
top five scorers on the
closing date for
competition entries,
February 16th, then
you'll receive a
specially selected
| games tape for your
Vic-20. So get in a bit,
of practice and then
make your attempt
at a high score.

Once you've
done that, fill in
the formon the

contentspage, get
awitness to sign
it for you and
send it to us, at
Computer and
Video Games.

24




bl

Lines 400-420:  sound effects and scoring when
mbw falls in pit.
Lines 500-715: ind effects and message for
5 pllyu‘i death.
 Lines 718-730:  plays tu
Lines 740-770:

. Lines 2000-2080: sets up user defined graphics.

ine.
prints scores and prepares for
another game.

3 Irm---w
e
= KT esBuzan, 323”
IFaperarrigct!
141 1FM=

172 P—Pﬂ:k(?seawzzm TFP=4THENS0A.
S IFP- HENGDO.

1o POETG00 S 3om0LD masmmx‘zzwn
198 FORI=1TOS+SHS: IFC(1)= TNz
133 POKETGR0AIK D 422MK 1),

o8 TEWC1>STHENNC a1 TFACHCITHENRCT)=0
5o xrmx)cxminnmaﬂum IFACTCITHENACT)=1
220 TFNCT) CYTHENNCT =N
23 wm)msuml)-mn
531 NEKTI FORISITOSSYS, FEC D=1 THENG 48
232 PxPEzK(TG!Bm(l)~22!N(I))

233 st
234 1FP=2THE}
335 Irpaaoeocines: STHENRA(T
237 POKE7GBOMC 1) DMy AT POKESB400411(13+42240C1),2
Zan e soratss

418 PRINT" mn:"sms £ PT
420 g

SC"M S="S"H "¢ IFC=S+SHSTHENS=5+1:C=

B Re<ratadl FELL I B £ reae 6070710

530 R~ MIOU'VE HERD-BUTTED ALKBKIPZOMBIENMSIIYS"
510 G

700 A "uuammzmsumuuns-

718 Paaretei e

7

715 PRINT:
718 FOKE35679,8: POKE36676, 0: POKE36863, 2

720 POKE36878, 15: FORICATOL REAMy wl P:«E:ss?s R:FORT=1TOB¥200: NEXTT
739 POKE36876,0: FORT=1T025: NEXTT.

748 PRINT MMECORE<- 5200 SCHER 6

758 IFSCOHTHENPRINT*NA A NEW HI-SEORE 111110 :heic

768 PRINT"¥H1-SCORE="H" ZOIBIE:

765 FRINTI@N HIT A0 KEY. e

766 CETAS: IFRS=""THEN7EE

TR 0000
2000 POKES2,28 6,28 POKES|
So10 FORToaTORt) PORET G FeR 320604 1) KT coToze
2 J:NEXT: P

2030 DATRI2,12,4,124,60,4,4,12
2049 DATA4S, 48,32, 62, 60,32, 32, 48
8 DATASD, 126,219, 255,219, 195, 126,60

488 C()=g POKE: NEXTV:SC=8C+1 C=Ce1
C=8:60T0%8

FORT=1T0188: NEXTTNEXTV.

Foessare . :FORT=1T0160 NEXTT:NEXTU: POKES68)

B R R AT 1352 ,200.2,196, 1,193,2,189,1,193,2,189,1,193,4




GAME:
.‘mn. METEOR ATTACK
OR:
= ENNY ASPATURIAN
N: A TE.
XAS TI99/4A IN 14K

have putas
_TomaKe

aliens
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the earth

jing g2t
then the ©

\llr\ab\esi m
gomb: eteor column. position:
pos'l\'n.
drop height-
at which space platior
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GAME: FROGGA
.AD‘!‘HOR: MARK WHYSALL
.R'U'NS ON:A 2 x 81IN 16K

ko This is a version of that
~“—world famous
arcade game %
featuring a leaping amphibian which you've
all come to know and love. The aim of the
game is to help your friendly frog reach the
safety of a lily-pad. He does this by crossing a
road and a river — helped out by turtles and
floating logs. There is a clock which gives you——
just 90 seconds to negotiate theroad andthe ~——
—"""river — if you don't make it in time then again
you'll lose a life. When you have helped five
| frogstosafety you move onto the next screen.
Screen two is the same as the first screen,
but on screen three the road becomes even
more dangerous with a heavy build up of fast
moving traffic. A snake appears on this
screen — which can give your frog a deadly

5383 RoAgk

+875 " TEEK 1s3gg.
4 +288

1638555 ZZ=Peek 104 *PEEK 3
35 ‘B Ssmsﬁ;pEEK

2.ia; m? @,0;

"iHiAT

!

Fame — so you can show off to all your friends R 16,0;
—if you get a really good score! —y2 INT AT 188}
| Controlkeys are: W for up, S for down, H for

left and J for right. You get three lives. __
1 Scoring is as follows — you get 10 points for
_______each leap forward, 50 points when you safely
——guide a frog to a lily-pad and 1000 points plus
an extra life if you manage to complete a

bite.
E The game also features a hi-score Hall of

PRINT
370 PRINT AT 8:8:88:x
998 PRy SN
418 PRINT AT 12,9
> NT AT 12Qi 53X, TO Xi00)

2 N

17 PR
t2chaseT

SC>2 THEN pRInT ey

28



POKE A,

Zge LET _95=95i1
43w IF EN LET S55=0 1,27
L0=5 THEN GOTC s1@@

IF s5=31 TH
LET X=X*¥2

LET %a=x1-1

§F x=31 THEN LET X=1
IF_X1=@ THEN LET X1=
u £ A

LET pP=hN

LE uNoo THEN GOTO 2000

NN=ias ToeN 8979.858" 136 BRINT AT 0.7
Z23 THEN SOT a N .88’ {be

FOR T=@ TO’ i

Sse M=FZ THEM GOTO 4000
iF B3ZZ AND Ac(zz+6) THEN &
- (zz+6) THEN GOTQ 4
as(2z18) THENL2TE2.489°%r
2000

FHEN GO0 400¢
TZZ313) b A< (22+18)
o) THEM 0OTO 090
AND A< (ZZ+24)
THEN GOTO_4209
AND A<= (ZZ+27)
2292 1en LET A=ALL
NN=136 PREN LET A=A-1

INKEY$="H" THEN
INKEY $="J" THEN
INKEYS$="U" THEN
INKEY$="5" THEN
INKEY$="u" THEN

D0

SONL
SROU:
536 8

Iy g

EXT Ty
Lot Then ooTO 5200
=t L0 THEN 18308 RSesPERN
76
570_38S,
0 REM
LET P5=i8i1
ke a-1.33
QKE .33




- GAME: SNAKES 64
@ AUTHOR: JUSTIN VETTA
RUNS ON: A COMMODORE 64

alls — and there are
Some  poisonous

3 P=100
18 FRINT"

11 POKES3281,0
13 FORT=1824T01063: POKET, 160 NEXT

13 FORT=1063T02023S TEP40: POKET, 160 NEXT
S FORT=2023T01984STEP~1: POKET, 160 NeuT
B4T01024STEP-40: POKET, 160: NEXT

morsels dotted
around among Sid's
snake food which he
must not eat. You
must also stop Sid
running into his own
tail — a difficult task
ashegrows longer and
longer. Control Sid
using D for up, Space
for down, X for left and
C for right. Full
instructions are
included in the

program.

28 At=1691
21 B1=1619 E;
32 FORT=1T020
40 POKE1024+, 160
58 NEXTT

NTCRNDC 1)%554)

53 POKEBS, 81:POKEB?, 81 : POKEBS, 2
60 FORT=1T010: X=INTCRND(1)4912) 441

78 POKE1824+X, 182 POKES!
89 NEXTT
100 GETRS
119 IFRs="

A3=R2:A2=A1 :A1=A1+0
168THEN300

2 AS=R4: A
150 IFPEEK(A1
151 IFPEEKCAL

TFPE

152
THEN20)

155 POKER1, 56 POKEA2, 81 POKEES, 32
157 FORT=1T0P: NEXT

169- G0T0199

200 FORT=1T020: X=INTCRNDC1)4955) +40
210 POKE1024+%, 160

31 POKERL, S6:POKER2, 81: POKER3, 81 POKERY, 81 POKERS, 81 : POKERG, 81 : POKER?, 81
32 POKERS, 51:POKERS, 81 POKEB1 , 51 : POKE 2, 01 FOKEB3, 81 :POKEB4, 81 POKEES, 81
2

&5 LPPEEK(1824+) OO32THENX=INTCRNDC1 49125 +41 GOTOES
KESS29643, 1

5B5=B4: B4=D3: B3=B2" E2=B1 ‘ B1=A9: Az=Aa A

EEK (A1 )=102THENSC=5C+10: Neti+1 :P=P-5: GOSUBB0R
e

220 NEXTT
221 PORT=1T010:POKES4277, 64+ POKES4276,, 17y
222 POKES4276, 0 POKES4277, 0: POKES 4273, 0.

€87 :AB=1608:A9=1609
616:B8=1617

=7 A7=R6  AE=AS

OKES4273, 17 POKES4272, 37




223 FORKL=1T0100NEXT {POKES4277, 128 PIKES4276, 17 POKES4273, 40 POKES4272, 43
225 Q?VL 70190: NEXT : POKES4276, 8 90»254277,0 POKES4273, @ NEXTT

39 Fi 010: %= mhwrmﬂmsm

235 IFPEEKAmzA»/v '>3:m5 R»mmm"\m 6070235
240 POKE)BZM“,W.: POK
250 NEXT

69 1
270 GOTOLSS

300 PRINT"D"

309 PRIN "mu-ma HemuR BDRPB =

319 PRINT"0BBEIA RS

3t IFSOHSTNENPRIHY“MIIHPLERSE eires YOUR NAIE" :00T0408
312 PRINT" 15T HIGHEST SCORE BY "AS" WAS 7

313 PRINT® 2ND HIGHEST SCORE sv “B$" URS "H2

314 PRINT* 3RD HIGHEST SCORE BY "CS" uAS i3

315 PRINT" 4TH HIGHEST SCORE s-- “Dg" WRS "H4
315 PRINT" STH HIGHEST SCORE BY "ES" WAS "HS
320 Pmm"mn WANT ANOTHER 00 CY/N> 2"

4+ IFT$="y"THENPOKES3281, @ 00TOL
340 1 FTS:"N"THENEN[\
359 60T0330
400 TFSCOHI THENHS:
D§=C8:CS=BS ns fs numam
418 xrs(»«zmiw'- HI=H2
420 1FSCOHITHENHS=H4 m.w H3:

(2 H2=H) *H1=5C ES=D$

. E£4=D¢ D4=C8:Co=BS: INPUTBS 00TO312
De=Ce  INPUTCS :G0TO312

0E

430 AYHEHH =4 :H4=5C ES=D$ me‘ns 6OT0312
440 HS=50 mmwzs unnm,

459 INPUTR

500 FRYNT" oA JUSTIN VETTR *

510 PPIHT"!IIIDIIIIM SHAKES 64

AlEr
kG

S48 PRINT" S

41 mm-‘m-mmma A

542 PRINT*M ey

543 PRINT st .

2a ERINT- eIl ARE R SHAKE TRAVELING AROUND

S20 PRINT*MINBITHE SCREEN.YOU WUST ERT THESE % 10"
7@ PRINT"MIBEET ONTO A NEW SHEET. REMEMLER 'mu"
572 PRINT"MNBIVOU MUST NOT EAT YHE a

573 PRINT*NMWMITIIE ‘OU ERT raﬂzp oo
575 PRINT*YNBBMUST HOT EAT THE um_L or VOUR TRIL"
593 PRINT*MBRNMBIERESS SPACE TO CONTINUE!

%30 GETRS: [FRE=" "THENE4D

610 GOTOE0A

£40 PRINT"IONBKOU A .
HE cnuwav ARE

£70 PRINT"
675 pvm"mumn IH"

28 PR!NY“I!II'I
630 PRINT"WIBPRESS SPRCE m START PLAY"
b NPOKES3231 1160705

o DF KES4277,64:POKES4276, 17 POKES4273, 17: POKES4272, 7
FﬁRKLsnmaa NET POKES4276, 01 FOKESA277,0: POKES4273, 0 NEKTT
RETURN




GAME: CAVERN BLAST
.Amnon: PETER FOTHERGILL

RUNS ON: A SPECTRUM IN 16K
@

T e vy < /.

s Aliens have discovereq your undergroung
b | fortress and they are making an all out
\i attempt to destroy it. Youare the c
3 fortress defence Systems a
blaster which, Y

fast yellow ones
30 points fq

On levels tyo and three when the two
Millipedes appear and drop bombs some of

€ machine code sound effects are Called |
and the Program stops. Thi

is can be Cured by
Omitting line 3270,

tical co-orgingte of

i€ of your cannop,
C0-Ordinaty




PAPER @: INK 7: ©

uUDGs
: FOR g=@ To b
b ff.‘»Hﬂs (1444+7) 39
isa.a¢n,se,1a7,ae7,so.
f 0,0.0, '55.255,0,0,0
H @, 1 '3!,99..(27,31;1;6
48.538.35:382: 322129
24,7'3,214,1(3,47,215;'5
©.12.62,199,255,82, 12,
15,52,12‘,2-\5,215,12‘,

2SS,1,1.1,1 i.1.,285%
ame " Ins{rdcfidnd

E Fo
S 2FT PhEST,IHE AT
GSE & LIFE.UBLn Phe

IMES  THE FORTRESS
R AR.0, TNk &
AT 14 INK &

&
i=§ A

»"""THEN CLS : Go

Scenery
16

22
B INK 6 PapEq

(RND#10) +&
eX=INT (RND#10) +6
fx=ae
St

=3
@ TO_ 20 STEP &

Z10 TO @ STEP 3: BEEF
EXT

AND ax <15 THE
+981,85. PRI

="P" THEN GO sup 2
1568 AL ENKEYS="h" THEN Pause @
160 BRINT AT cxhax] INK' &, "
2805 PRINT AT exFx: Ink o

Fx 1
fitn 28 st smas
S
@88 AND sC<1106 THEN
SCIRERR THEN
EORER 2, "scoR
NEXT ¥
TO 28'sTEP o
AT axbx+i; INK 1;
NEXT ¢
BEEP .004,20: BEEP .o04,40
PRINT AT 32X, bx 31
ax=cx THEN PRINT AT cx,d
PAPER 2; "3 FOR fid
-@03,55: LET
& BY ex,dx;~" a;ly
(RND#1@) +6: ‘LET dx-2a
A A
§: NEXT §0 LET
&%, Fx; St
+BLET rxa

@ 10 2
8 TO 40 STEP

TO 1S STEP
-2, 7+9: NEXT

SC=sc35:
AT B,6; PRP|

NEXT_§
“IAT ex

£3° B8n38R ooonpen
=2 TQ I80A: BOACER
UL 24050, 10@: OUT 540300,20.

CAVERN FORTR)
~-38 STEP -5
tBBg PRINT AT 14.,7; "YU HAVE FAI
i
4270 FOR _f=@ TO 85
:OZB BEEP _.005,1@: BEEP -005,20:
BEEP .@es,a
: GO TO S00
USER DEFINED CRAPHICS
B =— b = @
E=9Fc =9 H=2
2292 SAUE “CAUERN" LINE 3




L 4
GAME: MILLIMAN

@ AUTHOR: IAN JAMIESON

. RUNS ON: A SPECTRUM IN 16K

3

s
32 o ;101,0,0,0
38 RERR 37 POKE USR'“avin,a 22 RATA ?’3?‘7??31%??53,127,252
p *® DATR 60,126,285,a,a,2,126,5 §&,0a1A 158162, 424.246,248. 2
5,43 PATA a, 118,255,240,3, 255, 12 ;'60 bATA 146,84,56,254,56,84,14
‘44 pATH 84:24213,126,2,60,2,0 "’64 DATA e,zg.sz,zs,sc,aS,?zézs
c.58 1o 9.ide.263794040868: 9. [| g2 BATA A A T
32 OATA 0,126,129,195, 355, 1z DATA 12715,55. 156,68 60. 88,
: o2 DATA D4.88.72.125,06,68.70.
Who wants to be a millionaire — you all do! | 1.
', bt 2,126,218, 255,281,231
Well, here's your chance. All you have to do is L1884 8875 ® S
guide Max the Milliman among the giant Sl e I R
tulips — picking up all the £1 and £5 notes L
youcanﬁr‘nd‘Toscarepoimsyoumust_deposit &2 Fon PZ3 T A4 READ a.b
{::rb 2:.[:1 Inyour personal safe deposit box at §§ g&i’gzéieg’ 157.93.8,5 52 ;égég
= . 5 4 4 2 1183716,253504,0, 6,
Unfortunately you keep misplacing the key |27+ 2252232 B S
to the vault and you must find it among the 2588957155 02536558%8 11 2425,55
tulips before you can get to the bank. Also ‘ﬁ:‘.‘;i;‘sésf;?fé:ﬁ?;‘33?é5§'7‘ 841
chasing the cash are two bomb drop ‘ToR'LET a=b
mi s and a ravenous Pacman! To 100 IEx 2
up your key or a bank-note Yyou must position et L
Max over it — the same applies when you 1ie
want to deposit money at the bank. To move ggg
on to the next screen you must return home. 136 oara - o
Each screen will only end when the Pacman 120 LET wv L L
character has reached a third of the wayup 1%,,. ,er e
the screen. The Pacman will also occasionally ShE R ; i
drop aring — which is worth bonus points if 3125 35,273 ImEp g0 To ass
Max collects it. 358 PRI pIS . ORI NeIE,
After the easy first screen a millipede will 182 el
Fopear and drop bombs — beware of e
leaving Max on the line below the buildings| 332 BRYciT s  *ESABEA s: PAPER 7

CLEAR 64999
EDR TO 15 &, 62

asthisis where the
If Max runs into a tulip,
hits the Pacman or is hit by a
bomb you'll lose a life. Each
successive screen has more
tulips to tiptoe through and
two millipedes appear.
Control keys are: 7 up,
6=down, 5=left, 8=right.

IMPORTANT NOTE:
Please remember to add
line 9077 LET ky=0. Lines
102 and 8335 may be
omif

appears.

m: general loop variables.
: x-co-ordinate of Pacman.

Flags: ¢
Ky:key in possession

(1)YES(o)NO
Rg:Ring dropped (1)YES(0)NO




2.0 2
$:8:FER o 1
[ FEUSES s

17147 R @ INK
?,28;"

SIE8: PP 0. 1

1C (B 32
tn,rr < 56 THEM G& T

300 BRINT INK INT (RNDEG13 ;AT
Sala

395 BRINT INK 4;AT n+l,r; -
31@ NEXT n

328 Fon nz3Jo 2 sTER
392 LET r=INT (RND3:21)

4 ST BD

‘352 pRzNT AT nSFi "INk B PAPEA
378 NEXT n

373 LET 2=1sw
373 LET o

223, TF ATTA ta s e r88 rhen co T

3
2';*7¢ PRINT AT 9,r; PAPER 6; INK
27!

R

28 EGevy1 THEN 00 To se0
380 Fom n=1

3567 BAINT TR INT xn~o;s 20 ;AT
apre ey INKT4RT a4 3
7 NEST

395 REM sxxzszzsssss
480 FOR p=21 7D 2 STEP -
485 LET py=pyspa

412 PRINT A7 £LEvi2giPc)
2432 POKE es0a’? R} T=use ese

428 GO SUE 100t

25 IF pox AND pu=y THEN POKE &
=853, 3" L=DSR_65050 t=0)
sr_efaza: co IC.S%
a8 IF ND>.95 THEN GO T
Eyrvry
458 IF (Py=31 AND pa=1) OR (py=|
2 BTy HEN, O .o 000
485 TRINE TP AR ps . os AND bl
SRR, THEN PRINT AT p,ps~ INK 2 B
ro
478 86 fo'4b
592 FEM srrrrzassass
1025 =1
iesa Fox. LeT
i18e IF I?KEY::“?“ AND x<>1 THEN
ﬁlngIF INKEY$="6" AND x ¢>21 THE|
23139 1 xuuevs-"s" SPND U0 THEN
1550 %FY y<>31 THE
1156 17" THEN GO T
Sasted
1210 Pl
13@0 R
3999 R
3ee0 P
3ees
aa7
3e08
3211
383 .
3101 R _n=2 TO INT (RND#12)
3192 POKE 65037, %
3198 LET L-0sr 4363
31 PRINT INK INT (RND24);AT 2,
n;
3138 NEXT n
g A S
3388 FBAMR-2710'20 "
328@ PRINT AT m,n;"§




L J
GAME: MILLIMAN
@coNTINUED

§§7a POKE 65037,1: LET L=USR ese
§§§§ BRINT BT 2gniv.yi NEXT »
32 PORE 6803504 LET |=uaﬂ 650
;BRINT AT 29.n-1;
33“ At 3%; >}
POKE 65837,4" kv {2Usk sso
A A%:m-3
5:15 1r w1 i8TaRE Ao 1 THEN 6o T

3 "
3092 IF_SCREENS (x,y) THEN G
33¢2 S8 To 4s0

S22,FOR N=31'TO INT (RND#15+17)

3598 PRINT
351@ PoKE 685:3:8!

3sae_.pn:mr AT 2,n;

Rer L=USR &s@
INK INT (RNDs

BRE"
LEFTg AT 2.n;
3200
PER 2xizeasazses
LET 2L38TTR_(x74)
§82%aT,38 THEN LET cr=crea:
30500134 =4® THEN LET cr=crss:

at>S6 AND at<¢61 THEN GO
$816,20 2t=48 THEN LET ky=1: oo
=7 AND Ky THEN GO To 4

£r>S THEN LET ¢

‘BQ
IND P <15 THEN Go TO
i
orE EN_LET :
KE By 8 * :HT f
Igséags -2: 'LET L 205k ésﬁae ‘ea”
LET
:?gg G0 TO leﬂkﬂ el
IF SCREEN.
35 baxN’fvu-! it 2850 -
‘gs X,9=-1; s a
@ PRINT
AT _f.h =
Egée fg;z esea1 gbne 65605, 2
o @ POKE 65005, I_ET L=USR 650

=179 100: NEXT n

%28 "BokETebobh 0"
o0

LET x=f: LET

DER ER ®: INK 6: B
8930 PRINT AT 1,13; "TODAYS";AT 3
5%:5 BSR n-s To 15 sTER
5848 £RRNTBrTR, 1T, FRRER 4 1nk
2 onaann"
805@_PRINT AT n,17-LEN STR$ h{(n
11V z2-2); PAPER INK @ih((n+1
o
8060 PRI n,18; INK ©; PAPER
4;ns((h+1) s2-25
2878 NEXT n
8888 _PRINT *°'" PRESS ANY KEY
0_START.
9@ PRUSE 1: PAUSE @
811@ RETUI
8335 PRINT h (1)
8885 REN rersrrrresis
seee cLS
2ee3 POKE 65@37,
sees FoR n=1T0 %o
3828 LET l-Usk sSeoe
3820 PRINT AT 8,8; "UAVE c
OMPLETED"™

9820 POKE 65037,4: LET (=

2
FEE

Li-1
THEN GO _TO_9550
xNT AT 8,8; "LIVES REMAINI

NG=
asaw POKE £5001,50: POKE 65005,1
Lpusse ada

=T LET y=27
By=0: LET cr2o:

NT 33i"ganE  OUER™
: ph SE 10

IF sc>h16) THEN GO TO 96508

RINT AT 12,4; "Press any ke

=t 4: BAyse @, ¢g TO 1ea

TER 232, TR 1riEN ed’To o7
i3

e T - THEM LET nisr=sc:

1@ FOR m=6_TQ nsl STEP -1
AS _IF M=1 THEN LET h(m)=Sc:
2=n tm-2)

reng(a-1)

eo

WELL gDNEl

I6H

80 _TO
983@ LET n&(n+1)=b&( TO 3}
8828 LET 2%{7dbp8'a18




AUTHOR: PHILIP BOTTING @

[EUNSURAVIO R0 RS

The Wumpus is @ much sought after creature Greek Warri
_ eventhoughit smells awful! Youcan sniffa and the Valmor' this moy
Wumpus wheniit is in the next town! Perhaps Your tas';mm,s has ta"s‘:er is now deceg,
because of its scent — but more probably Wumpys Is to enter tp, N over, sed ]
because it is extremely shy — it tends to hide network and get out ag,j € labyrinth, i |
inout of the way places. The Wumpus you are & of the CBVO’ caves and gg:”' The la| y,'im'h' the
attempting to track down has retreatedintoa the Wum, €s have some ndo_'s nd Isa
disused labyrinth, once the home of some & for yoy {’“5 hunter — ;""Drvses in smrs""le
Greek monster — half man, half bull — you included i° discover, Fu‘:,t we'll leave tr? ot i
may have already heard about him. Anyway n the listing, Good':ﬂructions :se 1
i 4 unting! o 1
i

following an unfortunate encounter with a




—
| WUMPUS HUNT |
| I

IBY P. BOTTINGI
s

THE LINES WHICH ARE LONGER THAN 88 CHARACTERS MUST BE
ENTERED WITH AT LEAST ONE BRSIC WORD
ABBREVIATED (VIC MANUAL P.133)
9 REM  --==C¢ () PLBOTTING 1983 3==-- =
18 PRINTRNDC-TI)
2018
30 FORT=1T0180: NEATT
4% PRINT"TMP4 PREPARE TO ENTER THE M LABYRINTH! "

2@ DEF FNACZ)=INT(RND(Z)¥18+1)
WR=FNAC1Y WY=FHACL) :R=FNRC1Y :Y=FNAC1)
=ANDWY=YTHEN198

@ IF
ASCURWY)I="R WUMPLIS"

8 FOR 010: REMA*SLIME PITH¥
SY=FNAC1) : 8X=FNAC1) | IFR$(SK, Y)Y THEN158
A$CSK, SY SLIME PIT":HEXTR
 REM##GOLDAE
:GY=FHAC1)  IFASCGR, GY) "THEN138
"A BAG OF GOLD":NEXTA
REMAKBOWSH¥
BY=FNAC1) : IFR$CBA, BYI <" "THEN219
A BOMW":NEXTA
REM¥*ARROUSHE
SAY=FHACLY : TFASCAR, AY) <> " "THEH248
AN ARROW" : HEXTA
RE=1T018
="HOTHING"

G0SUB1460
330 POKE198,0:PRINT'IMTHERE 18 "jA$(X,¥): PRINT"MIN THIS ROOM."
g‘iu@ TFA$CH, ¥)=SPSTHENGOSUB1498: PRINT"MYOL ARE MDEADS, THE SLIMENHAS KILLED YOU
IT0970
350 IFA$CX,Y)="R WUMPUS"THENGOTO77@
360 IFASCHH, YI=SPSORAS(R-1,¥)=SPSORAS (X, Y+1) =SP$ORAS (X, Y-1)=5P$THENGOSURSE0

370 TFR-MXY~3ANDY - CIANDY~HY>-3ANDY~HY C3THENPRINT" WSMELL OF WUMPUS"
388 IFRNDC1)<, BSTHENGOSUE1150
390 PRINT"¥?

430 IFA:
440 IFAS="G"T
450 IFA$="0"




ENTRANCE"THEN1130
0"ANDAS (4, ) o THE ENTRHNCE"THENPR!NT "N HOW CAN YOU DO THAT?": 60T03%0
YHEN‘«'ﬂ‘v’#l IFV)IBTHE ~1:60TO!
FYCITHENY=Y+. GDTOHSB

MO SMELL R SLN’IE PIT" RETURN
PRINT"¥NO GO THAT WRY" : GOTO397

REM¥TAKE COMMANDHK

IFA$CR, v): ‘NDTHle‘"THENPR!NT"lNHERE 15 NOTHING TO  WPICK UP": :60T0390

9 IFﬂtfx ¥9="A EOU"THENBO=EO+1 +18:FRINT"NVOL PICKED UP THE BOW"

660
670
ABYRT
680

690
780
ld

726 PRIN

720
740
750
760
770
775
780
7an
800
516
520

IFASCH, Y)="AN ARRO" THENAR=AR+1 : AP=AP+1A: PR INT"MYOU PICKED UP THE MRRROW|

IFR$CY, ¥)="R BAG OF BDLD"THENG=G*INT(RND(1)*9+1>*19=PRINT"]NOU TOOK THE GOLD)
SUB1516

AECK, )= "NOTHIHG"

GOT0399

EQ‘?UEH”ﬁ PRINT"STHE DEATH cRIES FROM MTHE WUMPUS RING OUT MTHROUGH THE L|

PPINT“VOU RE A HERD GOSUE1716: PRINT"BUT CANMWOU GET OUT?1 19910
RECUK, Wy R UI'MPHS MCARCASS" < PP+
R’ 01080 NEXTT : GOTO330
REM*HNVENTURW!
TWOL HAYE PPINTG“' GOLD PIECES
AR " ARROW(S)

HM'HP; "HELP CALL(S) LEFT"
FRINT" | P*G'RP* i "POINTS" : GOTO3S:
OUR ENCOUNTER WITH MTHIS WUMPUS DID NOT GOMMELL FOR YoU,
~100: 60T

PEMEAFIRE ROUTINE##
TFBO=00RA;

TTTHE RRPOI«J Is LOOSED IFPEI"I YOUR BOM *;
"N"THENFRINT"TO THE WMORT)

"W"THENPRINT"TOLARDS WTHE WEST"
BGOSR S5
IFR$CF, Fy)="g WUMPLIS" THENS 70

9 IFF1B0RFRCLORFYS 1 S0RFYC 1THENFRINT"MIT HIT THE WALL AND  MBROKE" : 6OT0390
AN ARRON"

950

IFR$CFR, FYy)= "NOTNING"RNDRND( 1<, STHENAS$CFX, Fy:
FRINT"® NOTHING HAPPEHED"




ED "BOM(Q)"
"HELP CALL(S)> LEFT"
pPINT N"P+GfﬂP08Py "POINTS"
PRINT"M WOULD vou LIKE TO_TRYN TO HUNT THE WUMPUS W AGAIN?";
9 3 GETRS IFRS(’)';;'I'RND

FUIE358?5- 15y

a: FURT-ITI:HBO NE;(TT
RINT

M GOODEBYE. "

HENPRTNT 7] CHICKEN! " : GASUB1£SA G0TO398
@ PRINT"7JMM0L ARE A (LTVE) HERD! " : P=P+200: 60TO970
@ PRINT"SFLAPPTNG HOISES" GOSUE1940
PRINT"MOH NO!1"; :GOSUB1920 RINT" A SUPER BAT":GOSUB1980
1ra PRINT“MIT HAS PICKED YOl UPi»: GDSU‘21940 GOSUB194G
11280 ROPPEDAOU ! " : GOSUB2000
90 Y=FNRC1) 1% Nﬂ(l) IFR}"( WISSPETHENPRINT "WINTO A SLIME PIT!!":G0SUR1509: 6OT|

FORT=1T01007 : HE)‘TT 6070338
P"N**HELP CAL

CARCRSS *THENFRINT " tim
THE ENTRHNV’E"THENPPIHT“E"'
A BOW"THEHFRINT "B
iy HF‘RDM“THEHPFINY"R"
A BAG OF COLD"THENPRTNT"G";
mmmr"mzupnm"
HERTQPRINT | gy - H+i~4~<" NEXTA
B PRINT* s Tttt
PPINT"H.‘I]” {FORA=1T0433:PRINT" »; FORT=1T03:NEXTT, A: 50T0330

TUIB POKE3E377, 200
D‘ T016: HEXTM: POKE36877, @:FORM=1T0106 : HEXTH, L: RETURN
PEM#4TERTH CRIES#
8 FORA= BYO!STEP 1:POKE3E872, A+INTCRNDC1 9 #3-1)
a

PDKEINT’PND‘I IH34365743 THTCRNDC1)%305+128
FORO=1T020:NEXTA, T
{TA: POKES: 65?’7 128 :FORA=36874T0) 77 POKER, 6: NEXT :RETURN
A PEMA¥S THE
FORA=: QTQTDXSBSTEP 1:POKE3E87S, A:FORT=1T05 : NEXTT, A
POKE3E375, 0: FORT=1T0100 ¢ NEXTT




1514 FOPP‘ISBTUZ rESTEP2'F‘O\’E?GST-’JR'NEKTR POKE36877, 8 FORT=1T0S00: NEXTT
1520 FORA=1Tn
1539 f=S0-| Flh DOVE E878, 15-A
POKE36875, 0+130: Fn) !TO"B O HEXTT
8 FORG=0TON+20 TEFS : PO) QkH+130
FORT=1T010: NEXTT, o POI’E JJB FORT= lTD?.BB'NEKTY;H<P0KE36875491P0KE36878A1
TURH
REMEX ARROM 4%
FORA=1TO3

30*R¥2T0130+R*4 POKE3E275, 0: NEXTR, A ‘POKE36878, 7

397014nﬂr£pw r‘DKE eors, 0:MExT)
48701305 TER-5 +0:NEXTO, A: POKESEE7S, 0 POKE36878, 15
ORT=1T0500: NEXTT rsrupn
REN **ClekErl ™
FORR=1Ti
POKESADRS, 240:FORT=1T01A:
PD”FBSS? B FOR
KE3ER75, 200 : FOR’ HEXTT
PUKE3507 A FOR 8 :HEXTT, A RETURN
PEN**HEPD TUNE$#
READP: IFP~-ITHENRETURN
FEADP1, T:FORD=
POKESs07S P[H\BE?'S 15-C8/T)#N: POKE 36875, Py
NEXTO:POKE36575, 5
FORT=1TnzA HEXTT:GOTN1 7100
REM >3 TUNE TATA <
2 DATA173, 174, 15, 181, 182, 15, 203, 203
DATA216,216, 6,200, 20, 20, 152, 198, 1
DATA181, 182, 17,173,173, 20, -1
REMHHGOL ik
ann-nuea POKE§687C S NTERNDC L) ¥184235) :FoRT=
KEIEE7E, EXTT.A:RETLRN
vEmmmesT THF uumpuf-w
FORS g IHTAPNU"!W"W(JO FURT-!TU!S'NEXTY
TOCINTCRHDC 1 3%203 ) 12 HEXTT.

OR
POKE3SS?? O%4+150: POKE36877 128 NE A0 FOKE26877, 0
T=: Tniﬂ@-‘-!'lT\F‘M[\(! JH3A0) : HEXT
87 FORT=1Tn1200 NE«.TT PDI’EGSB?
O lTO:DB HEXTT :POKE26875, @
0500 : HEXTT : POKE36875,0:RETURN

1%
ITDq FUPO—IDTDI FOKE3687E, 15-0 POKE3687S, 160-A POKE36877, 200-R FORT=1

MENTT, 0:POKE36875, 0: PokE 36877, 0
=1T0308:NEXTT, A:RETIRN
Pr""*FJ‘FLRNHTIONH
FORA=150T0216 POKEZ5375, A HEXTR: POKE36875, 8: RETURN
REM¥SUPER BAT Z4k
a ‘OPR 230T015ASTER- POKE36575., A FOFT:!TOF‘NE}:TT-R-‘POV,EQSB?S,@ RETURM
2 Ff

TLE SEQUENCE:




2848 PRINT"T 130TH THE S=————
7ﬂﬁﬂ o UG e Ny (R B TR W e R B e B SRR O = B8 e

2060 W’INT"HII Tl T e e
2070 PRINT" —
2080 PRINT" |-v‘rr-rr—-_rr1| A (L NIRRT 7

2098 PRINT" |1 || N |4 Lo aage
2160 PRINT" ITF Y0U DARE | — —"
211!3 PRINT" wv! Jl.—‘ll q ey B
20 PRINT" 4eun 3 a =
9 PRINT" w MIT A KEYR
2 148 GETRS - ansf‘ " THEN228S
2150 PRINT" TITIITew

: 2205
2199 PRINT"TTUEES! bl ANBNIPVRIVARNAL bBi SARNEPIRINOND)
2200 FORT=1T0100:HEXTT :GOTO2148
2205 PRINT""
22!9 FRINTCHRS (145 ; " Sl MR e st #8410 YOU NEED mes

2"5‘3 PP!NT"%!HIN TPUCTIUNa”!ﬂ "
EXTT

HS" "YANDASCS "N THEMPRIHTCHRE (1420 :FORT=1T0100: NEXTT : G0T0221@
THENPNNTCHR‘(H’) RETURM
| 1m0 W

2260 PPINT"IHE OUMPUS 18 A MUCH  SOUGHT AFTER CREATURE DESPITE OF HIS SMELL."
2270 PRINT" AMTURALLY BEING SUCH A SHY CREATURE HE HAS RETREATED TO RELATIVE"
2280 PRINT"SAFETY IN THE DISUSED LABYRINTH (MORE LATERY";
2290 PRINT"AN ELDERLY GREEK BULL THINGY USED TO OWM.“

10U MUST ¢TF YOU CANIEMTER THE LABYRINTH, KILL THE WUMPLS AND

ESS ANY KEY"
GETAS : IFA$=""THEN2320
233@ PRINT" MM | 1= L8l L e e
2349 PRINT" |HE LABYRINTH n‘lF ’JUUDUNY ALREADY KHOWXIS A HETUORK OF CAYES.~NY
2350 PRINT"SOME ROOMS THERE ARE  eL-“~ .14 IH OTHERS ML~ OR (0% & &_Tne.";
2360 PRINT"IHE @ . 'TZ 1Al ALSO !HHRB!Y THE LRBVPINTH THEY MAY SWOOP DOWN &"
2 -
WO STTLL WANT TO HUNT THE
-
23°B FETR! 1FAS:
2400 PRINT"I0A 0
418 PRINT"M 10U CAN SMELL THE FOULHUMFUS THO ROOME AMAY, "
2420 PRINT" 10U CAN SMELL A SLIME PIT OME ROOM AUWAY."
2438 PRINT"M IO MOVE BY PRESSING:- AW, Gel, TH, m,
244@ PRINT"M TAKE THINGS WITH aw
2450 PRINT"W W SENDS YOU OUT OF THE E‘{IT/ENYRRNCE

FIRE.
Sl!LP “eWIT AND &I'® SCORES"

2499 GETAS: IFAS=""THEN2490
2569 PRINTCHR$(142) :RETURN




GAME: PSYCHO CIRCUIT

RUNS ON: AN ATARI 400/800 IN 5K WITH JOYSTIG!.

Rev up your Atari f
for an attack
record of on the world
e o2 dangarous racs rack The track stows  [290 som 0,556,
You g Your sy symust race along dodging them as  [SSSEEER 224,224,
get as far as you can without ,192,192,192, 192,

10
224,224,224,224,224,224
192,192, 192,192, 56,124,

crashing — it's as si
e feat o e as that! 54, 100, 100, 124, 124,124
ack irst 100 miles more rocks So5 DATA ©,0,0,0,66,165,24,24 48,124,124
ek yu;u make driving even more uan;er:z?;' o the S i T e
r car off the track — that .Butdon't |34 paTA 128,0,0,0,8,0,0,9
me i ,0,0,0,0,0,0,
m:i!!me 2 leans certain death 369 G=INT (RND (0) *10)
Atar) wd afiee £ your foystick into port 1 on your e ik .
2 a =
System Reset key il ':;;e’";’{st":’ you pressthe  [330 IF 6=1 THEN & ar
program will not work proper otherwise the 340 IF G=2 THEN A$= E a"
Program notes: by 341 IF G=3 THEN Ea"
Lines 1-1 351 IF PO UB 601
200-306 redefine the ¢ issil i 340 POSITION 5,0:? 2 CHR$(157)3
i dmur Saeion the character set. 309-380 dra'" 276 POSITION RND(0)*19,0:2 #63"d"
positions and road, put rocks on road in rand L 380 IF PEEK(S53770)>200 THEN POSITION RND
s scrolls road. 390-500 check joystick om (0)%19,0:2 #63"C"
Add mile'a;:d;::o' check to see if a car has Kn':,ié'." 496" STLETICK (@) : IF ST=7 AND X<125 THEN X
increase diffi d =x+8
colour for crash and W"L"I'c:,liy_ 505-550 change 200 IF ST=11 AND X>92 THEN X=X-4
mileage 360 scrolls down screer crash. Gives final 410 POKE 53248, X
X:viables: 0 a30 IF PEEK(53252)=1 THEN BOSUB 505
-road and rocl - 440 SC=SC+0.5

chouse, ks. a- end of road. E-rock. d-bushes. 445 PO=PO+L

500 IF SC>=50 THEN G=IN’|’(RND(B)'A):E“TD

The i
game can be made easier by deleting the E's in AS

(lines e 310
{ines 330-341) or making the value of G bigger in ine Se1 GOTO 309

ses FOR 1=1 TO 250
S04 SETCOLOR 4,1,8:SOUND 0,20,8,15

277,@

520 7 #63 "YoU cRaShED yOuR cAr
521 POSITION 5,3:7 #6

525 POSITION 2,
530 POSITION 3,
550 RESTORE :60T0
601 SOUND 0,50, 6,103

100
100 FOR 1=MYPMB+512 TO MYPMB+640
o
156 FOR I=MYPHB+512+Y TO MYPHBA519+Y

1 B
160 NEXT I
176 DATA 219,219,60,60,60,60,219,219

POKE
220 P=PEEK (106) :N=P*256
550 FOR H=0 TO 300:POKE N+M,PEEK (573443

AUTHOR: SIMON CARLSON @




GAME: SHUTTLE
. AUTHOR: JONATHON TAYLOR

RUNS ON: A BBC B WITH JOYSTICK

Y.ou are the pijot ofa Space-shutt] i
;::r'eiqu"e: %_l;. an explorationnl:acr:'z’nng
Planet. The object of i

the shuttle to the hersniy o gome 'sn'tl‘;lzz

ouch any othey Part of the rt
from the docking bay, To d ot
life and no claimgs bo{nus.' T

General Purpose
Input routine & screen set-up
Crash flag

Skill level

Engine thrust

Horizontaj Velocity of shuttle
Vertical Vvelocity of shuttle
Width of dockil bay

y
Horizontal posit; ion of shuttle
Vertical position of shuttle
Shuttle
Crashed shuttle

GIODE 7
PBPROC
BAMODEL . .
SEPROCINit il : otz
1BOPROCE Ak sof £ s Sooso 00 PLOTES joup o

APROCH 1w $3, < e
‘Ll"IFV T 3, 400 : ey NIYESan

RoCopt GO . :;;r m,eimn,-o{a Mo
138TF 1 e erocept - soroes L

185" TIME e
E745, 15,

FOR:

Dﬁﬁid?qg, =
08 : DRALGS

§d

SBPROCORE : GOTOSO
BDEFPROCinit

5170200 FLOTES, RNDC 128
82, RHDC 2688 )+ 160 : NEXT : FORA’ o QEV
SPLOTES, RHDC 208 3, RNDC 96 54900 : HE
|

YEX, 1 an
a1a: pg

G : O
Rkl

2 750 : FORK=6T
20BGCOLE, 2: MOVE29D , 7 5‘7
UZ::E?". ZETEF. 2 :MUYEZD8, 758 : PLOTS

B, 62 : DRAWE

44




—_———
58 6§FDPHNSJB 4@ MOYER, 40 DRAWLZ

=OTO4005TER 1
DERLIGRIG S0, o3 GrAu a0 ann | [P "°C"'" Intimnctons
R E e oichueeag nove, B "m‘"mumbb“ o
e IC 505, 65 DRANX+186, 40 | [PROCH “’"" lwmm"'”‘ﬁ“"
SNERT :YBUS  MOVESE04M-2, 1038 - > Checks positor
SiE ©2, 1939 VDL i of sh
PROCIad  ficihter o fent iy
loses/opens docking b
R Ioads cargo ng bay door &
PROGI  Waits untiloystick button
280GCOL4, 1 'mmcm‘ on ot s
29DENDFROC PR oCiaput b,,m,'em"ml
BBGDEFPgnV;lnst ngg:y"w ”Ddatn:hmle pos
NT PRI o posilon o
(RS Bl e |, R 22
C c "SHUTTLE PRy ’""'B
RS 156 HEXT etz o )
IBOPRINT : PRINTCHRS 1367 Th 0 hotns
S e Ry
L JIOPRINTCHRR130 st arving to de .
FSEPRINT  PRINT" . TaGPRINT® be carefull. Use the
ighter has amqvea? oo 'iéggr‘zxm button to fire your
oy / " ntton bd ¥
uatn food but it can || cnat

3 will have n

Qain wvery Shur‘tly"‘auv il e
FBOPRINT" wou must §

freighter as fast" it ity
BIOPRINT" as 521

Eist roszible to colle
4ABPRINT :PRINT" F

(PR 1y wour =l
194:“':0 the docking” e G
BFRINT" £

Tkl bay of the freighter
420PRINT"

urn journed
430PRINT

iogstick. On the ret

Hou will be heavily

laden, so"

RM=8 TO 19:FRI

qsuFupwﬂmJ:Fo
MEXT

HTTABC A, 2% JCHRSC RHDC 7 »4128 795 ¢

HEXT

47OFORA=8 TO 19:PRINTTHB£B‘H’C
HR$C 135 35 : HEAT

480PRINT

4‘:ABINF'UTT B¢ 2,22)" LEVEL 0OF Sk
ILL €1~ k=t IF guc1 OR 3%»3 T
HEN 'JDIJ" PPINTTHB’ 25,222"
v GOTO498

SERWY=C 18-8% F6+16

géEEE PERHE ako0rt,

Jm,.,ﬂgg REER = MOVER, ¥

%: PRINTH
54BREPEHT UNTIL RADYALCEY: TIME=
sEePROCzoundl FORK=BTO300 : NEAT
PROCzZoundZ
S60ENDPROC
S7PBDEFPR ndl
S80S0UND16, -9, 4.5
SSRENDPROC
EPODEFPROCzOUND2
£19S0UNDL , —12, 188, 2:80UNDY, —12
219,1
G2BENDPROC
620DEFPROCEOWNDS
£4B50UND18, ~8,220, 1 1SOUNDLS, —8
250,1
ESBENDPR!
6€BL“EFPRDCdV al u( \‘Kt- LMD
67OMOVE +ER

7

W% PRINTAS UVE }(/. Y% PRINTAS




@ conTINUED

GAME: SHUTTLE

46

¢9¢JENDPRDC
TRAODEFPROCT 14
71BREPEAT i
T np
7 ’ﬁi’;gL;:‘;w‘. WHED YDA, YYRDIYSE )
"4!3!F %< 108 AND WY%>-158 AND #
¥ THEN PRUCsaundZ

E 1F
5@ UMTIL
22 1THEH EMDFROC o
;<708 THEN 719 ELPE{ [!:F
G+b% THEN
ndd 7, 2t EPRD"\:E*DW (Bl v

OCcrashs A% )
Lont PRINTFS : FORK=-15T

i W
VYR58 PRINTWS : MOVE
F’R‘INTNS FORK=0TOS : NEXT : UNT

S?BENDPRDC
SBODEFPROC1oad
3189BSUUN01 »=T .0, 31:SOUNDZ, -7, 1,
SBBFORK=304 TOFZE+WHLETEPS : MOVER
, F28: DRAWK , 920 : FORY=8T0100 : MEXT :
EXT
91 BT1D VESGY, 5780
UND1 2178, 1
BZGNDVE“bE Sl PRINT"CARGO LOA
DING" : FORK=aTO SOUNDL, ~5, 198, 1
$S0UNDL, -5, 118, 1 HEXT : MOVE4R@, 51
2:PRINT"CARGO LOADING
S3AMOVEDIDS , 370 : DRAWKY-4, 578 : 80
UNDL, -7, 178, 1:6 SR, T
S48S0UND 1 JB, 31 S0UNDE, -7, 1,
31

DRAWKX-4, 976 : 50

PEAFORE=926+ WX TOSB4STEP~4 : MOYE
H, 928 DRAKK, 930 : FORY=AT0168 : MEXT
s HEX

SSKJPRDC’OU\WJA
SVOEND
JSBDEFPPDCIand

=0 H=990

1BBBREPERT
181BPROCL nput
1923PRDCdr“aw WRHDIY

H PROCCK a-h( A% PROCT. a\l! MOVER ,
Y% :PRINTRAS

18S8IF VY- IAD orR ¢ W%
*618 THEM PROCcrazhd As ) : ENDPROC
1BFBPRUP$'JU a2 : MOYEXRY , %

RINTAS

187BENDPROC

1080DEFPROCORE

1890Y0U4 : PRINTTAECS, 15 J"PRESS

THRUST® FOR ANOTHER GRAME" :REPEAT
UNTIL ADYALL @ >

1180ENDPROC

111BDEFPROC i nput

112Uﬁ/" BETES~ADYALC 1 23D IV4696 :
SOUND1E, ~1¥ABSCAX ), 4,

PF‘UC‘-‘:AL\ ndl
114BENDPRON




i3
DE? : PROCIHN: =
;gg?NPS( 85,5(8:MODEZ: f?Rﬂgl.;
SCAI=10: HEXT : YDU23,; 8202) a;8;
=L

. MOvE 799
306COLE, 7 AS= =5:pave Te
0 o 70, 500 DRAHTE
b ©:DRAW 700, o
Dkg:’naggéagrza, 150 : DRAN100, 500
oveasn, 509 : DRAM 720,158
Bt S
. COLORS P (7,295
o COLOURZ FRINT;F:?;:,. TR
3 ABC 14,
: 7, g
At R
o LENT:r'JgaTH EXT : A=YALMID
PROCTRI : HEXT
Nt a3 PROCTRT : AS=RS+STRS

MOl
R

=505 : RETURN
5:G=360:H SB;AE o eario

710 D=
RETURN
{G=1035:H=498 RETURN i
PEEPRACIRLAEHE Ba) o5, 1o i
“éﬁiﬁ% EEJVE C,0:MOVE E,F:PLO
e THEM FOR A%=1 T
1201F LENRS<4
0 ( 49-LENAS 7%30 : NEXT

138 GCOLB, 6: MOvE C.D:MOVE E,F:
PLOTSS, G, ENDPROC

140 FORD: 1TOLENAS : 2,

150%FX15, 1

1E0BS=INKEYS( 1 5

170 IF zx=27s THEN SOUND1, -
28,20:PROCT

180 IF YALBs< 10RYALBS >4 THEN 2%
=2%+1:G0TO160

158 IF BE=MIDSCAS, D%, 1 ) THEN A
=YALMIDSC As, D%, 15: PROCTRI ELSE s
OUND 1,-12, 48, 20: PROCT

200 Sy=s

ORE=

9 2; "SC
210F0RK%=1T0S)

Wel
INT"
COLOURS : T

248 IF LENCPS 3¢ 15 THEN GoTozen
258 PRINT’ “SORRY ! Too Long *:
N$=GET$'PLS'GUT023E‘
268 REFEAT Re=R-1
278 UNTIL R=1 or SCR-11385%
S TO R+1 STEP =1 1PN
SCI-1 JiMEXT :PSCR )

290 CLS:COLOURIO:PRINT'#  ppg
wr SCORES" : COLOURS: : FORJ=1T08: PRy
T PRI TABC 175, 60> NERT : pre iy
: LR O A TO1 068 ekt T

00 FEX1S

318 J$=GETS:CLs goTosg

320 DEFFROCING

330 PRINT" ALl You Have To Do
12 Copy TheComPuters Sequence of

elours Which Will-Start With O
ne Colour Ang";

340 PRINT* Build Up Untityoy M
ke A Mistake Or Take To Long

Deciding Which Colour Is Next

298 PRINTS 2470 Do \Thi's Use it

Keus i—u-, €1)-RE
"2 )-GREEN" : PRINT v 5
RINT" "¢4)~BLUE"** : PRINTCHRS130
PRESS ANY KEY To sTART
S : ENDPROC




GAME: REACT
.AU!’HOR: CHARLES SHARP
. RUNS ON: A TEXAS TI 99/4a IN 16K

SIMAIN LoOPEs

The nuclear reactor is going critical — and
only you can stop it! You must negotiate the
maze-like corridors of the reactor building to
reach the core and deactivate the runaway
reactor. Sounds easy eh? But you've not
taken into account the security robot which
patrols the corridors. Ordinarily he'd let you




pass once you've given him the security
password — but he has been affected by the
increased radiation and will blast any
intruder without asking any questions! Oh
yes, and you have to race against the clock.
Fullinstructions are included in the program.
Can you stop a nuclear blast?




GAME: CIRCUS
.AUTHDR: TONY CADDIES

. RUNS ON: A DRAGON & TANDY COLOUR COMPUTER

Welcome to the Big Top! We've got a great
competition for you — can you beat the
bouncing balls — and the clock? The object
of the game is to help Cuthbert the Clown
throw balls through the moving hole. If you
miss the hole it will begin to move down —
making Cuthbert's task even more difficult.
If you score a direct hit the hole will move
up the screen giving you more of a chance.
But beware, the clock is counting down —
and you must beat it if you want to geta
high score! The record scores so far are 18
points in 90 seconds and is 28 points — can

@ ??DRAW GRAPHICS?
80 GOSUB 88@ *’’DRAW SCREEN?’?
98 GOSUB 185@ ’’READ NUMBERS®?
0SUB 1218 ’?SET UARIABLES?’
118 GOSUB 1348 >’ INSTRUCTIONS?? *
128 REM MOUEMENT

13@ SCREEN 1,1:PLAY TU$:TIMER=0
REM READ KEYS

158 IF PEEK(338)=251 THEN X=X+4 ELSE GOT
0 200

166 Xx=XX+4

178 IF XX>252 THEN XX=251:X=XX-26

18@ IF B=1

THEN PUT(X, Y)-(XX, YY), NB, PSET
:6OTO 200
188 PUT(X, Y)~CXX, YY), HB, PSET
208 IF (33 33 THEN X=X-4 ELSE GOT
0 258
218 XX=XX-4
228 IF X<B THEN X=7:XX=X+26
1 THEN PUTCX,Y)~(XX,YY),NB,PSET

@ PUTCX, Y)-CXX, YY), HB, PSET
5@ IF B=1 THEN GOTO 278

INKEY$="~" THEN PPX=X+5 1 U=Y
(X, Y)=(XX, YY), NB, PSET :SOUND 5@, 1
IF B=1 GOSUB 350
LINE(®,SP)~C(PH,SP),PSET
LINECPH, SP)~(PH+48, SP), PRESET
E (PH+4@, SP)-(256,SP),PSET
PHNM
IF PH+48>247 OR PH(9 THEN NM=-NM:SOL
0, 1
IF TIMER>=45@@ THEN PLAY HT$:60TO 17

6OTO 140
350 REM BALL
360 *
370 U=U-1
388 IF U>SP THEN GOTO 420

50

M=t

you beat it? Full instructions
are included in the program.

The game will also work on the,
Tandy Color Computer with the
following modifications. 150
IE=INKEYE:IF IE="@" THEN
X=X+4 ELSE GOTO 200
200 IF [£="P" THEN X=X-4
ELSE GOTO 250

This is because lines 150 and
200 in the Dragon program PEEK
into the keyboard scan to produce,
auto-repeat. The Tandy
computer's keyboard scan is
different and will only work with
these alterations. The program
will run directly on a Dragon 64.

330 IF PX>PH AND PX<PH+48 THEN SC=SC+1:G
0SUB 45@:UD=1 ELSE UD=0

488 LINECPX,U)-(PX+5,U+12),PRESET, BF :B=0
:PUTCX, YI-(XX, YY), HB, PSET

GOSUB 1668 :RETURN

U=U-4

PUTCPX,U)~(PX+5,U+12),B,PSET

RETURN

REM DRAW SCORE
LINE(43,5)-(7@,10),PRESET, BF
W$=STR$(SC)

FOR 1=2 TO LENCW$)

498 A=ASCIMIDSCUS, 1,1))

=A-47
DRAW"BM43, 5
+,5"+NM$(C)
NEXT I
RETURN

GOTO 548

REM GRAPHICS
PMODE 4, 1:PCLS

570 *

FOR 1=8 TO 15

READ AS

POKE 1538+1%32,UALC"&H" +A$)
NEXT 1

DRAW"BM+" +STRS(C1-11%2)




620 DATA 6,F,9,11,9,6,F, 1F,2F,CF,F,F,6,9

19,9
638 FOR 1=@ TO 2
642 READ A%

658 POKE 1537+1%32,UALL"&H" +A$)
668 NEXT I

678 DATA 2,8,8,8,6,F,F,6

680 DIM HBC11)

638 GET(6,0)-(32,16),HB,6

708 PCLS

218 FOR 1=0 10 15

728 READ As

730 POKE 1538+1%32,UAL("8H"+AS)
748 NEXT 1

758 DATA 6,F,9,11,9,6,F,FF,F,F,F,F,6,9,9
9

768 DIM NBC11)

778 GET(6,@)-(32,16),NB,G

78@ PCLS

798 FOR 1=0 T0 7

882 READ A%

810 POKE 1536+1%32,UAL("8H"+A$)

828 NEXT 1

832 DATA 8,0,0,8,6,F,F,6

848 DIM B(3)

850 GET(3,0)-(8,12),B,6

868 PCLS

878 RETURN

882 REM SCREEN

838 PMODE 4,1:PCLS

900 LINE(2,2@)-(113,20),PSET
812 LINE(153,20)-(256,2@),PSET
92@ FOR 10 256 STEP 4

930 LINECI,175)-(1,192),PSET
94@ NEXT 1

950 LINE(@,175)-(256,175),PSET
960 DRAW'BMS, 5 ;R5L5D2RSD3LS"
970 DRAW"BM12,5;R5LSDSRS"

980 DRAW"BIMIY, S ;RS05L5US"

99@ DRAW'BM26, 5 ;05USRSD2LSR2F3"
1082 DRAW"BM33, 5 ;RSLSD2RSLSD3R!
1010 PSET(40,6,5)

1820 PSET(40,8,5)

1@3@ PUT(126,158)~(152,124],HB, PSET

1248 RETLRN
185@ REM READ NLMBERS

106@ DIM NM$C12)

1872 FOR 1=1 TO 18

188@ READ NM$(1)

1892 NEXT I

11@@ DATA BUU3BUBRR3BRBOD3BOBLL3
111@ DATA RSL3USL2

1128 DATA RSLSLZRSU3LS

1138 DATA RSUZLSRSU3LS

114@ DATA BRALSG4RS

1158 DATA RSU2LSU3RS

1160 DATA USRSLSDSRSU3LS

1178 DATA E5LS

1188 DATA RSUSLSDSLARS

1190 DATA BRSUSL5D3RS

1200 RETURN

1210 REM UARIABLES

1220 sC=0

123@ PH=113

1240 X=126

1250
126@ Xx=152

1278 YY=174

1280 TU$="03;T6 ;CDET3GTEPIIGAGE ;GAGEGACT
o

129@ HT$="03;T20;CDECDECDECDE ;7100 ;CDECD
ECDECDECDEEDC"

1300 SP=20

1318 NM=18

1320 B=0

133@ RETURN

134@ REM INSTRUCTIONS

135@ CLS:PRINT

targe

1360 PRINT :PRINT
137@ LINE INPUT'DO YOU REG
ONS>" ;08

1382 IF LEFT$(G$,1
LSE IF LEFTS(@S,1)="Y'
SE GOTO 1348
1399 CLS:PRINT'.

IRE INSTRUCTI

THEN GOTO 1512 E
THEN GOTO 139@ EL

target..

1402 PRINT"THE OBJECT OF target IS 10 MO
VE'

1418 PRINT"YOLR LITTLE MAN AT THE BOTTOM
OF";

1420 PRINT"THE SCREEN AND THROW THE BALL
uP;

143@ PRINT"THROLGH THE MOUING HOLE."
1448 PRINT"IF YOU MISS THE HOLE WILL MOU
2

145@ PRINT"DOWN & IF YOU HIT THEN THE HO

LE"
1460 PRINT“WILL MOVE UP.

51



1478 PRINT"WA

YOUR NAME

PRINT" HELD BY
PRINT@257,"D0 YOU WISH TO PLAY AGAI

1$=INKEYS

Is="N" T
2:6070 130
THEN G

184@ GOTO 1819




